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CONFERENCE 
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PLEASE REVIEW PRIOR TO 
ATTENDING CONFERENCE 


This year starting on April 20th through 22nd, we will be having our annual 
Brainstorming conference at the Asilomar Conference Center in Pacific Grove. 
Situated on the tip of the Monterey Peninsula overlooking the Pacific Ocean, 
Asilomar occupi¢s 105 secluded acres of forest and Dune. 


From ATARI, 
Highway /0/ South to Highway 156 Wesr (53 Mi.) 
Highway [56 West to Highway / South (7 Mi.) 


Highway / Southto Pacific Grove/Pebble Beach exit (HW 68 West) (13 Mi.) 
(Fallow Pacific Grove Signs) 


Highway 68 Westwill turn into Forest Avenue. (3 Mi.) 
Forest Avenue to Sunset Avenue Turn Left (This is still HW 68) 
Sunset Avenue to Asilomar Boulevard Turn Right (This is still HW 68) 


The Asilomar Gates will be on the Ieft hand side. Turn left ( Very Sharp Turn) to 
enter and then stay to your right until you come to the parking area on the left. It is 
approximately 78 iles from ATARI to the Asilomar gates and approximately a 
onc and a half hour drive. 


Asilomar is a historic retreat that has a very relaxed atmosphere. In-fact the 
serene¢ss has an amazing calming effect on a person after being exposed to it for 
even a short period of time. The area that we will be staying in is called the Scripts, 
which is one of the "Historic Class" buildings. This unit has 23 rooms, a 
conference room, and a living room, with a fire place and piano. There is no 
smoking in any of the Scripts rooms or any of the other rooms in the Asilomar 
center. We will also have some rooms in the Lodge building which is located next to 
the Scripts. All of the rooms have private showers, alarm clock radios and not 
much else. There are no phones, refrigerators or TV's in the rooms, there are 
however, public phones located in other areas in the center. 


Asilomar is a very outdoorsy type area, so you will want to ie and dress 
accordingly. Comfortable shoes and clothing are a necessity. The weather during 


the day will be warm and picasant, although the mornings and evenings could be 
very cold. Our agenda will not be confined to indoor activities, for the obvious 
reasons. There is a Sand Volleyball court ( Bring Volleyball attire), a Heated 
Swimming pool (Gring Swimming attire), and of course the beach (Bring Beach 
attire). You will probably also want to bring a few other items like a flashlight (with 
extra batteries), Backpack, Frisbee, Hat and a Beach chair. 


Agenda 


AE AE AE aE EL ES EL EG am SS Smt Sat FA tl mS em et! a Pf ft pt es 


Our agenda for the Brainstorming Confarence will be as follows: | 


Wednesday, April 20th 


On Wednesday, April 20th, we will be leaving ATAII at 1:00-1:30pm and driving to Asilomar. 
Check in is at 3:00pm. at the Asilomar registration and administration building. 
3:30-6:00pm. “Orientation” Presentations by Mark Peirce, Mary Fujihara, Mike Hally. i 
6:00 to 7:00 pm. Dinner in the dining hall. 


7:30 to 9:30 pm. “Group Breakout” Mind expanding, Team building with fun exercises. A 


Thursday, April 21st. 


7:30 to 9:00 am. Breakfast in the dining hall. 


9:00 to 12:00 pm. “Category Breakout” 5 Groups will boll the 27 ideas down to the best 5. 
12:00 to 1:00 pm. Lunch In the dining hall. 


1:00-6:00pm. “SERIOUS Presentations” A selected group member will present/pitch their best 
idea and then we will discuss It as a group. 


6:00 to 7:00 pm. Dinner ( B.B.Q ) Outside at the PIT. 
7:30 to 8:30pm. “SURPRISE” 
8:30 to 9:30pm. Yet another SURPRISE. 
9:30 to 10:00pm. “Awards Presentation” 
Sg 


= Friday, April 22nd. 


7:30 to 9:00 am. Breakfast in Dining Hall. 


9:00 to 10:00am. “Discussion” New games in development. 
10:00 to 11:00am. “Consumer/Coin-Op” 

11:00 to 12:00am. “The Next gencration of Brainstorming” 
12:00-1:00am. Checkout, Lunch. 


Lunch will be served in the Dining Hall. If you prefer, you can order a Box Lunch the day before 
and it will be ready for you at noon on Friday. 


For you Golfers out there, the Pacific Grove Muni. Golf course Is just minutes away. For more | 
information call. (408)648-3175 
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Scripts: 

301 Jim Bumgardner & Denny Hardwick 
302 Dave Menconi & John Grigsby 
303 Steve Caterson & Philip Swett 
304 Wayne Fielding & Robert Daly 
305 Rob Rowe & Fred Miller 

306 David B. Pasquinelli 

307 Roosevelt Stephens 

308 Steve Bennetts 

309 Jeanne Parson & Mary Fujihara 
310 Frank Kuan & Ron Seawright 
31f Jason Leong & Mark Gruber 
312 Don Diekneite & Pete Mokris 
313 Craig So & Gilbert Valadez 

314 Mark Pierce 

315 Mike Hally 

316 Cynthia Woll 

317 David Macias & Derryl Depriest 
318 Dennis Harper & Cameron Petty 
319 Matthew Ford & Adalbert Mlak 
320 John Ray 

321 Bill Hindorff 

322 Robert Weiss 

323 Steve Calfee 


Lodge: 
213 Paul Lidberg & Doug Coward 
214 Paul Lewis & Bruce Rogers 


Menu for off-site Brainstorming 


Wednesday: 


6:00 to 7:00pm Dinner: Roast Prime Rib of Beef (Vegi. is a chefs 
choice) 


00pm Snack: Spring Rolls w/ Chinese Mustard,(60) Petite 


9: 
Quiche,(40) Assorted Sodas,(20) Mineral Water(10) 


Thursday: 


7:30 to9:00am Breakfast: Oat bran banana pancakes. 
10:30am = SSnack: Coffee,(2gal.) TeaCigal.) 
12:00 to 1:00pm _ Lunch: Grilled salmon (Vegy. is a chefs choice) 


3:00pm. Snack: Assorted Finger Sandwiches,(60) Deviled 
€ggs(40) Assorted Sodas,(20) Mineral Water, (10) Ice Water 


6:00 to 7:00pm Dinner: BBQ Chicken and Ribs. (Vegi. is a chefs 
choice) 


9:00pm Snack: California Rolls,@0) Melon wrapped in 
Prosciutto(70) Assorted Sodas,(20) Mineral Water, (10) Ice Water 
Friday: 

7:30 to 9:00am Breakfast: European country breakfast. 


10:00am. Ssnack: Coffee,(2gal.) Tea(igal.) 


12:00 10 1:00pm Lunch: Sliced turkey, roast beef, cheddar and brie. 
(Vegy. is a chefs choice) 


Subarctic Survival 


Presented by: 
Mike Hally 


THE 
SITUATION 


CHALLENGE 


If is approximately 2:30 pm., October 5 and you have just crashtanded in a 
float plane on the east shore of Laura Lake in the subarctic region of the 
northern Quebec-Newfoundland border. The pilot was killed in the crash, but the 
rest of you are uninjured. Each of you is wet up to the waist and perspiring 
heavily. Shortly after the crash, the plane drifted into deep water and sank with 
the pilot's body pinned inside. 


The pilot was unable to contact anyone before the crash. However, ground 
sightings indicated that you are 30 miles south of your intended course and 
approximately 22 air miles east of Schefferville, your original destination and the 
nearest known habitation. (The mining camp on Hollinger Lake was abandoned 
years ago when a fire destroyed the buildings.) Schefferville (pop. 5,000) is an 
iron ore mining town approximately 300 air miles north of the St. Lawrence, 450 
miles east of the James Bay/Hudson Bay area, 800 miles south of the Arctic 
Circle, and 300 miles west of the Atlantic Coast. It is reachable only by air or rail, 
all roads ending a few miles from town. Your party was expected to return from 
northwestern Labrador to Schefferville no later than October 19 and filed a Flight 
Notification Form to that effect with the Department of Transportation via 
Schefferville radio. 


The immediate area is covered with small evergreen trees (112 to 4 inches in 
diameter). Scattered in the area are a number of hills with rocky and barren 
tops. Tundra (arctic swamps) make up the valleys between the hills and consist 
only of small scrubs. Approximately 25 percent of the region is covered by long, 
narrow lakes which run northwest to southeast. Innumerable streams and rivers 
flow into and connect the lakes. 


You are all dressed in insulated underwear, socks, heavy woo! shirts, pants, knit 
gloves, sheepskin jackets, knitted wool caps, and heavy leather hunting boots. 
Collectively, your personal possessions include: $153 in bills and 2 half dollars, 4 
quarters, 2 dimes, 1 nickel and 3 new pennies; 1 pocket knife (2 blades and an 
awi which resembles an ice pick); one stub lead pencil; and an air map (shown 
on opposite page). 


Before the plane drifted away and sank, you were able to salvage the 15 items 
listed on page 3. Your task is to rank these items according to their importance 
to your survival, starting with ‘’1’’ as the most important, to ‘’15"’ as the least 
important. 


You may assume — 


1. the number of survivors is the same as the number on your team; 
2. you are the actual people in the situation, 

3. the team has agreed to stick together; 

4. all items are dry and in good condition. 


Step 1: Each member of the team is to individually rank each item. Do not 
discuss the situation or survival items until each member has 
finished the individual ranking. 


Step 2: After everyone has finished the individual ranking, rank order the 
15 items as a team. Once discussion begins, do not change your 
individual ranking. 


Your team will have until ___._____ o'clock to complete this step. 
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Scale: 1:250,000 Echelle 


Transverse Mercator Projection 
North American Datum 1927 
Contour Interval 100 feet 
Elevations in feet above Mean Sea Level 


Temperatures during October vary between 25° 
F and 36° F, although they will occasionally go 
as high as 50° F and as low as 0° F. Heavy clouds 
cover the sky three quarters of the time, with only 
one day in ten being fairly clear. Five to seven 
inches of snow are on the ground, however, the 
actual! depth varies enormously because the 
wind sweeps the exposed areas clear and builds 
drifts 3° to 5’ deep in other areas. The wind speed 
averages 13-15 miles per hour and is mostly out 
of the west-northwest. 
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The boundary between Quebec and Newfound- 
land in this area is the crest of the watershed of 
the rivers flowing into the Atlantic Ocean: to 
date of publication it has not been surveyed nor 
monumented. 


Magnetic declination 1966 varies from 29° 50’ 
westerly at centre of west edge to 31° 20’ west- 
erty at centre of east edge. Mean annual change 
4.9’ easterly. 


Temperature Chart for Area 

Mean 

Daily Min. 

Low ‘Temp 

Temp. Expected 
Oct. F : 24.8 .@] 
Nov. : j 9.3 -—33.0 
Dec. : ‘ -8.1 -—42.0 
Jan. ; -1.5 -18.0 -—53.0 


Mean Snowfall 
Oct. (Avg. 11 days of snowfall) 7.5 inches 


Nov. (Avg. 16 days of snowfall) 14.5 inches 


Sunrise 6:15am. Sunset 5:45 pm. 
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Map of Crash Site 


SCHEFFERVILLE 


NEWFOUNDLAND — QUEBEC 


CANADA 


Windchill Factor 
Exposed flesh will freeze at: 


Wind Velocity MPH 
43 


Temperature °F 


— ITEMS — 


Magnetic Compass 


Gallon Can of Maple Syrup 


1 Sleeping Bag Per Person ‘rGrvpe down-tled 


Bottle of Water Purification Tablets 


20’ x 20’ Piece of Heavy Duty Canvas 
13 Wood Matches pilates screwtop, waterproof 


250 ft. of % Inch Braided Nylon Rope, 50 Ib. test 
1 Operating 4 Battery Flashlight 

3 Pairs of Snowshoes 

Fifth of Bacardi Rum (151 proof) 

Safety Razor Shaving Kit with Mirror 

Wind-Up Alarm Clock 

Hand Ax 
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Book Entitled Northern Star Navigation 


YOURSCORE TEAM SCORE 
(Step 4) (Step 5) 


Please complete the following steps and insert the scores under 
your team’s number. 


AVERAGE INDIVIDUAL SCORE — Add up all the individual 
team member's scores (Step 4) and divide by the number 
on the team. 


TEAM SCORE (Step 5 above) 


GAIN (LOSS) SCORE — The difference between the Team Score 
and the Average Individual Score. If the Team Score is lower than 
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Avg. Ind. Score, gain is ‘'+"'; if higher, gain is ‘“—"" 


PERCENTAGE CHANGE — Divide the gain (loss) by the 
Average Individual Score. 


LOWEST INDIVIDUAL SCORE — on the team. 


NUMBER OF INDIVIDUAL SCORES — lower than 
the team score. 


Group 


GAME DESIGN PROPOSAL of BARI 
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" MISS CONGENIALITY FACE-OFF" 


REQUIREMENTS : Licensing of the "Budwiser" beer commercials - idea of same. 


HARDWARE OPTIONS : Jaguar home system 
GAME DESCRIPTION : 


This game would "basically" play like any of the other video hockey games 
out there. ( Nintendo, Sega, Etc. ) The main difference being that the characters in this 
game are not meant to represent professional hockey players, but are instead beauty 
queens and bimbos! What better way to combine sex and violence in a video game! 


( Besides how many people love to watch a "cat" fight! - LOTS !!) 
For those not familiar with the commercial here is a brief description; 


A group of people are sitting watching T.V. They are arguing about what 
program to watch - a beauty pageant or a hockey game. They decide to watch both. This 
combination results in Beauty contestants, fully decked out in their sequenced evening 
dresses, on skates, playing Hockey! They then proceed to check on another into "the 
boards", slash each other with the hockey sticks, and make slap shots on goal. The end of 
the commercial shows the winning "glamour girl" - missing some front teeth - being driven 
around the ring on the Zamboney. : 


All the elements mentioned above would be incorporated to produce a Hockey spoof 
that would be equally as exciting to play as to watch! 
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Game Proposal Adalbert Mlak 
Name: BLOODY ICE 
Type: ACTION/ SPORTS 


Description: Ice-Hockey is on of the fastest and most violent 
sports played on American TV. It is not as popular as any of the 
other major franchises, but its popularity is growing. 

Four players can play the game at the same time on a cabinet 
similar to "Gun and Run". The game is viewed from one side's goal 
and the camera dollies back and forth to keep a close eye on the 
action. And the action is brutal; besides all the normal moves a 
player has there are special "hidden" moves the player has at his 
disposal. There is the elbow in the ribs, stick in the face, club 
across the helmet, mask pull, icing, and so on. In addition to these 
“normal” moves the player can perform Supernatural moves like; 
setting the puck on fire, freezing the opponent solid, cracking the 
ice and having the goalie be swallowed up, producing a whirlwind, 
and so on. 

A combination of simultaneous four player play, fast, hard 
hitting action, and spectacular special moves would make of a killer 
game. 
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Jibbin' 'n Bonkin' is fast paced high action, 

interactive, virtual coin-op game concept that 
presents the thrill, speed and excitement of one of the 
fastest growing sports in the world today, SNOW- 
BOARDING. This game has loud grunge, big airs, and 
photo realistic graphics, all of which contribute to 
making this an experience as well as an interesting game. 
This is a two player game with the option of linking 
several machines together to give the player the 
opportunity to race and compete against his friends 
and opponents. 


Basic Game Concept 


There are four types of competitions in the sport of snowboarding. They are: 
A) Extreme B)  Boardercross 
C)  Halfpipe D) Downhill / Giant Slalom 


The game is set up so that the player can choose from 10 mountains or locations. 
At each of the mountains the player can compete in one or all of the four catego- 
ries. The player can compete in all four events at on location and try to become 
the king of the mountain or he can compete in one of the categories on all 10 
mountains, making him the champion of that event. The object of the game is to 
be the best snowboarder on Earth. The player will need to have the highest score 
in all the events to attain that title. The players will enjoy this game by discover- 
ing dozens of hidden and special moves, select hidden secret runs, learn how ter- 
rain, weather, and equipment choice effect performance, and above all else the 
thrill this game invokes from it's superior graphics and audio. 


Extreme 


The extreme competition is where a snowboarder is 
placed on the top of a very steep hill, usually a cliff or 

&) close to it, and picks his way down from snow patch to 
snow patch and from rock to rock. It is an exciting 
event since it requires lots of time in the air, and good 
control on the landings. The rider is scored on several 
criteria: Air, Hits Gjibs &bonks), and speed. Air is the 
measure of big jumps and how bent out of shape the 
rider gets. Did the rider go as far as possible, choose 
the biggest and most dangerous line, and get every 
ounce of flight possible? Scoring for air also takes into 
account the number of spins, flips, or rail grabs that 
the rider executes while in the air. Hits are scores on 
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jibs and bonks, or anytime the player smacks his board up against something when 
landing a jump. It is a measure of control and guts. The final category for scoring 
in the Extreme event is speed. There is usually a time limit and higher scores are 
given when a rider beats the time limit or gets the fastest time. In a head to head 
competition the a rider who finishes first is not necessarily the winner, the second 
or third guy may have done much more impressive jumps or hits, thus giving him 
an overall higher score. Scores are assigned 40% for air, 40% hits, and 20% for 
speed. Duration of the extreme, 1 -1.5 min. 


Boardercross 


The Boardercross is an all out 
Chinese downhill. The rider 
does everything he can to get 
to the bottom of the mountain 
first. That means punching his 
opponents, slashing, taking 
short cuts off big cliffs, etc., 
anything goes! There are 
usually a dozen or so riders, 

all of whom want the same 
thing, to win. For this event the player has 2 options: a long track with many hits 
and point gainers, and a short fast run with a cliff or extreme section, with fewer 
hits to score points. The rider is scored 70% for finishing position, and 30% 
for Hits. Itis possible, but unlikely to finish first and lose. In this event, 

the faster the course the harder it gets to land 
jumps, in the extreme path, the player would have 
to be very skilled to land the cliff jump. Duration of 
the boardercross, 1.5 - 2 min. 


Halfpipe 


The halfpipe is the essence snowboarding. It is the 
ultimate place to show off your ability to pull off 
any of a hundred special and hidden moves. It is a 
slow competition that puts no emphasis on speed 
and all emphasis on skill and big air. The rider is 
scored on air, style, and jibs & bonks. The score is 
judged against a standard, if the player can exceed 
the predetermined score, he will advance to the 
next halfpipe. The successive halfpipes get steeper 
and steeper, making it harder for the player to land 
from the jumps. The halfpipe in the game will be 
similar to the real thing. There will be built in 
ramps, jumps, logs and rails that the player can 
perform maneuvers off of. Duration for the halfpipe 
1.5 - 2 min. 


Downhill / Giant Slalom 


These are the speed events in snowboarding. They require nerves of steel and 
good control. In both types of races the rider starts on the top of a mountain and 
winds his way through a series of gates until he gets to the bottom. The person 
with the fastest time wins. Special moves for this competition will be tucking, nitro 
boosts, and minimal and careful control of the joystick. The GS differs from the 
downhill, only in that the gates are closér together. The duration of each race, 
aprox: 1.5 min. 
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Select 

The first selection screen is for the mountain and courses. The player will be able 
to choose from about 10 mountains, all of which have the four game options. 
Next, the players would be able to customize the look, name, and equipment of his 
rider. Snowboarding apparel is an enormous and important aspect of the sport. 
This game will feature a fashion choice so that his rider can look exactly the way he 
would if he went snowboarding himself. The apparel screen might look something 
like this: 


’ ABCDEFGHIJKLMNOPQRSTUVWXYZ 1234567890 done 
Name Line: Enter Nickname: 


Hat Line: 
Glasses: 


Jackets: 


Pants: 


Boards: 


The player enters a nickname that the announcer refers to throughout the compe- 
tition. The player can choose from hats, glasses, jackets, pants, and snowboards. 
The player can select no clothing and the rider will appear in boxer shorts or if it is 
a woman rider she would be in a bikini. The player can also default and the com- 
puter will pick the appropriate clothing and board for the mountain and course 


selected. The selection process for the mountain and the clothing would take a 
maximum of 20 seconds. Atari should explore the possibility of getting permission 
to use snowboard manufacturers’ graphics for the boards in the game. This will 
increase the appeal of the game to any snowboarder and provide some name rec- 
ognition for non snowboarders. Within the selection of boards there are some 
boards that are better suited for extreme and powder conditions, and some boards 
that are better for downhill and GS. 


Scoring System 
Scoring of snowboarding events is both subjective and objective. The riders are 


assigned points for their finishing position and also for the tricks that they can do. 
This game should rate the player the same way. All aspects of the sport except for 
the downhill and GS require subjective judging based on the skill and execution of 
special moves. The computer recognizes special moves, and assign scores based 
on their difficulty. After each event, the players score and position are displayed in 
a graphic similar to the one below. If the player gets first place he can continue to 
challenge any opponents or the computer. If the player doesn't win, he needs to 
add coins to continue. 


speed 
hits 


air 


05 10 15 20 25 30 35 40 45 50 60 65 70 75 80 85 90 95 100 


Development Platform 
This game should be designed and developed on a low end 3D system. The 3DO 


or the Jag would be appropriate as long as digitized characters and 3D back- 
grounds can be can be processed in real time. The B & B team has worked with 
this system, and by the time they are done with their current game, they will be 
well versed in programming, animation, audio, and background art. To give the 
best feel of speed and air, the environments should be developed on a 3D system 
and texture mapped for a photo realistic look. In order to capture the thousands 
of complex moves necessary to make a snowboarder look fluid , the characters 
animation should be filmed and digitized. The speed and feel of this game are criti- 
cal. This game will have a unique sound and feel unlike any other games available 
in the arcades today. It has hard core grunge, heavy metal, and punk music, along 
with inserts of quicktime movies of, snowboarding, surfing, skateboarding and 
skiing, all of which contribute to drawing a wider audience. 


Controls 

There are many precise and special moves that this game is going to incorporate. 
The game controls include, one joystick, to control the direction, spin, and attitude 
of the rider, and two action buttons. The first action button activates punches, 
board slashes, and jibbs and bonks. The second action button will allow the player 
ducking, and defense movements. 


Snowboarding 


Snowboarding is one of the fastest growing sports in the world today. Of all the 
kids between the ages of 7 - 24 who have never been skiing or snowboarding 
before, over 60% will go snowboarding rather than skiing. This game would find an 
easy niche in many of the worlds thousands of ski areas, and also find an easy 
home in the metropolitan 

areas that all of these 
kids come from. This 
game has wide enough 
appeal to interest 
skiers, surfers, 
skateboarders, 
lethargic city dwellers, 
anybody who likes fast 
action and loud music 
and of course the 
millions of snow- 
boarders who will have 
to do something to 
pass the time between 
April 15, and November 1. 


Game Design proposal submitted by : Philip Swett 3/29/94 
Revised 4/15/94 


VOLLEYBALL GAME IDEA 
By Craig So extension 1788 


FORMAT: 
6 Player indoor volleyball 
-Men’s 
-Women’s 
-Coed 
2 or 4 player outdoor (grass or beach) volleyball 
-Men’s 
-Women’s 
-Coed 


GENERAL IDEA: 

Possibly digitized volleyball game using standard rules and regulations of which ever 
format is being used. It will have a variety of set plays, as well as customized abilities, 
according to which mode is selected. Players will be very involved in the game through 
unique game controls, which would give a “real” sense of playing. 


CONTROLS: 

-2 joy sticks with normal circular motion, and are able to turn like a dial 

-2 buttons placed on top of the joy sticks 

-1 foot pedal 

USE OF CONTROLS: 

-To move player(s) around - use one or both of the joy sticks 

-To do specific actions would require the use of both joy sticks and the use the dial aspect. 
Example: 
*For passing (bumping) you would push both joy sticks up and towards each other, 
simulating the movement of real passing. 


"For setting you would turn both joy sticks like a dial outward, simulating a real 
setting movement 


*For blocking (a spike) you would push the joysticks in the direction of the way you 
would want your arms to go (simultaneously left or right) and you would use the 
dial aspect to control which way you want your hands to push downwards; straight 
down - turn both inward, left/down - turn both to left, right/down - turn both to 
right. 


“For hitting(spiking) you would push the right joy stick up and the left joy stick 
down. To hit to the left you would push the right joy stick up/left and the left joy 
stick down/right, etc...To do a “cut-shot” or a “roll-shot” you would do the same as 
above, plus, you would turn the right joy stick dial toward where you want to hit 


-To jump up and possibly to dive - use the foot pedal 

-To choose plays, switch players, and to “dink” - use the buttons on the joy sticks. 
Making this game as interactive as possible with the controls is sure to draw all volleyball 
: enthusiasts. 


’ DEFINITIONS: 
A ROLL-SHOT DOWN THE LINE - a spike with less velocity, for more accuracy, aimed 
straight along the boundary line of which ever side (left/right) of the court you are on. 


A CUT-SHOT - a spike with less velocity, hit at a sharp angle, by turning the hand outward 
and snapping the wrist toward the opposite boundary line of which ever side (left/right) of 
the court you are on. 
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A DINK - instead of hitting the ball, you would lightly tap it over the block or to an open 
area. 


FEATURES: 
-Instant Replay, possibly slow motion, or ball eye’s view 
-Team selection, a)Nation teams, b)Internation Teams, Coles ante Teams 
-Bikinis and Muscle for the outdoor modes 
-Views similar to Virtua Fighter, possibly be able to select a point of view 
-Use a number of famous stadiums, parks and beaches 
-Have floating type of feel when jumping to give a feel of jumping extremely high 
-Incorporate special moves for certain players 


IDEAS FROM BRAINSTORMING: 
-arch volleyball 
-super powers 
-mutant volleyball 
-animals in playfield 
-exploding ball for timer 
-mechanical redemption type game 
-players getting knock over or knock out 
-virtua volleyball 


MARKETING: 
This game would be appealing to a wide range of ages and to both females and males who 
are part of the volleyball world. There is a huge volleyball community. Just in our own 
area there are multitudes of leagues and organizations that are focused around volleyball. 
Advertising could be done through that medium as well as through a number of 
volleyball periodicals. High schools, Jr. High schools, Jr. colleges, State colleges and 
Universities are all involved in the sport. These are our target age groups, are they not? 


Leagues and organizations in our own area: 

-Industrial Volleyball League 

-United States Volleyball Association (USVBA) leagues 
-Northern Cal. Volleyball Association (NCVA) 
-Japanese American Citizens League ACL) Volleyball league 
-Nikkei Volleyball League 

-Sansei Volleyball League 

-Campbell Volleyball League 

-Church leagues 

-High School Leagues 

-Jr. College Leagues 

-Cal State and University Volleyball 

-City leagues in almost every city in the area 


It is sure to be the same in other areas. 


Any questions or for more details call me at 1788. 


Roosevelt Stephens, Animator, Arcade Division, Time Warner Interactive 
(Atari); 3/31/94: New Game Brainstorming 


X-Jockey: 


The year is 3095. The game X-Jockey takes place on a space station called Earth 
Annex, orbiting around the earth. The Powersource: The objective of the 
Powersource Suit is to give each player a feeling of speed, freedom, 
maneuverability, power and control. The suit itself has to be charged, because 
it is an X-O-Frame, that is, an external powersource that gives the player the 
energy to make his moves and race competitively. When the player starts 
racing he has full power. During the race he loses power. To gain power he 
has to attack any of his opponents, or fellow jockeys, who may be human, 
alien or robotic. These other players have to attack him as well, so they too 
can gain and retain power. 


There are also other components in the game that can help them along the 
way, which they can touch to recharge, such as a series of different shapes that 
come from and move in different directions. By touching them in a certain 
way, you recharge and gain power. 


How the suit operates: The X-O-Suit has power thrusters. One straps on to the 
forearm and goes from wrist to elbows. The power unit is on an arm brace 
that attaches to your suit. The foot brace has power thrusters for each foot on 
the side. Four of them give you thrust power; one keeps you levitated, by 
creating an anti-gravity field that pushes you away from normal gravity. 


How to operate the thrusters: Each thruster on the throttle has handgrips, 
similar to a motorcycle. The more you push down, the faster you go. You can 
pull them back to slow you up, right to go right. Turn them half left, half 
right and you can go diagonally. Pull the right forward and the left back and 
you move down diagonally left or right. 


You have a button on top of the throttle that will create a force shield around 
you. When you see your opponent coming you push a button. If you see the 


Electro-Static rain, which can make you lose power, you also push a button to 
activate the force field. You have to fly through the doors of the metallic 
tunnels and chutes of the futuristic race track. The doors open and close 
randomly, and they do so by closing up, down and diagonally. 


The race has the action of roller derby, in that you can throw punches, kicks 
and use your elbows and shoulders. It has the speed of an Olympian ice race 
and has the exciting down-to-the-wire finish of the Grand Prix auto race. The 
suit frames come in different colors. Each opponent has his or her own color, 
style and design. Most of the suits are laced with the futuristic corporate decals 
of the racer’s sponsors. The purpose of the game is to finish, survive and win 
by retaining the most energy and point score, so that the winning design of 
the player’s suit brings glory to the sponsoring corporations. Each corporation 
designs its player’s suit, as in “My car (suit) is faster than your car. Let's race.” 


The game can be played by two, four or six players or one player against the 
computer. The two players start out standing side by side. The suit 
dramatically closes around them, and straps and snaps on. There is a large 
bass sound. You hear a tremendous sound of static releasing when the on- 
screen blue plasma energy gauge fills to the stop and each player has the 
maximum power charge, and the last thruster unit is attached and activated. 


The players move down to the starting position. They say: Ready, RACE! and 
take off to create a lot of smoke behind them. As they descend down the 
metallic ramp with yellow and black warning signs and flashing lights and 
giant bulkhead doors, the X-Jockeys see the eager on-screen audience lined on 
each side, cheering them on. 


The winning player earns the right to race against the Big Boss X-Jockey. He 
has a hairy metallic-type suit and huge, heavier thrusters. 
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Wind Surf City, USA 


by Dave Menconi 


Overview 
In this game the player is a wind surfing champion. During a game, the player must beat his 
opponent around a course while fending off sharks, scuba divers and motor boats. The course 
will be selected from several visually interesting locations -- from the Great Lakes to the Gulf 
of Mexico and from the Bahamas to Hawaii. As the player masters the lower levels, the 
opponents become more aggressive until the race is secondary and the conflict becomes the 
dominant issue. 


Marketing 


Audience 
The direct conflict is an effective hook for teens and preteens. The sport aspect and excitement 
of the races Will enhance the appeal. 


User Interface 
Screen 
The image of the action is over-the-shoulder: we see the player standing upright facing away 
from us. For ease of prozramming and conceptualizing this may be modified to have the point 
of view be constant with the player facing up. down, left or right and the action scrolling in 
past him. At the top of the screen is an overview which gives the player the sense of where 
he’s going and what is around him. Somevhere on the screen is a wind-direction and speed 
indicator. 


Cantrals 

Vind Surf has a standard joystick and three buttons marked “Kick”, “Grab” and “Block”. The 
basic controls are left-right to rotate the sail and up-down to move the sail forward and back. 
Moving the sail forward turns the board away from the wind: moving it back turns the board 
into the vind. The speed of the board is determined by the angie of the sail to the wind. 


The player has certain actions he can perform upon other nearby boards. A kick, if it 
connects, will stun the opponent; asuccessful “grab” will knock the opponent off his board. 
There is also a “block” action which will counter a grab, kick or punch if used at the right 
time. 


Caadharh 
Feeduack 
The image of the player will show the position of the sail and it’s relationship to the wind. In 


all cases the actions of the player are accompanied by an animation and a sound. Connecting 
kicks and grebs have different sounds than misses. 


Graphics & Sound 


In addition to the animations and sound effects, there will be backgrounds that show the 
exciting locales and music to zet the tone. I envision Beach Boys surfer tunes that have been 


Copyright a 1993 Dave Menconi. All rightz rezerved. 


arranged for a more modern sound to form the main theme music. 


Game Play 


The basic game play will be a race around 3 buoys. Since the race is in arough circle, roughly 
haif the time will be spent going into the wind and half will be spent running before the 
wind. Vhen the player wins a race he moves up to the next level. Each successive level has 
more aggressive computer players and more distractions. 


Unlike real life, the player has perfect balance. The only case in which the player‘s board will 
fail over is if an opponent grabs it or a boat or board rams it or a shark or scuba diver catches 
it. Yarious detailed rules will have to be worked out for the interactions among objects but the 
basic idea is that anything that hits a board is bad for the board: when two boards collide the 
one that hits nose first “wins”. 


Copyright o 1993 Deve Menconi. All rights rezerved. 
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Hand Position Sensor 


4/12/94 Pete Mokris 


Imagine a dark smoked plexiglass domed box (shoe box size), attached to the front of a arcade game. At 
times its dark, and then a variable speed strobe light emits from within ! What an attention grabber, curiosity 
would pull at the minds of would-be quarter droppers! They would be further delighted to discover that to play this 
game, they only had to put their hand in the box and move it around, touching nothing! The game would sense 
their hands, with input from the motion of each digit, not just the hand as a whole. Think of the possibilities for 
this variable input controller! 


To sense the position of a players hand, and all its' digits, fast enough to be used for real time control of a 
game is a real challenge! If you keep in mind the arcades’ restrictions of durability, cleanliness, and cost sensitivity, 
the problem is compounded and gets expensive. The price for the controller could be reduced by placing 
restrictions on both the image you are looking at, and the resolution or amount of data on the subject you really 
need... 


Borrowing from work Ray Hansen planning to do in Applied Research, I selected a very limited view camera, 
optimized for reading depth clues. The most user friendly (cheap) type of sensor would be a CCD imager (camera) 
with a light source looking inside a fixed box. (Optical DRAMs are cheaper but their availability is unknown.) 
Because of cost, a single sensor would be best, and if the light were from a known angle, edge detection could be 
enhanced, making it easier to track each finger. If we could have two views of the subject, triangulation occurs, and 
the controller has a better clue as to the depth (3D) of the subject. 


I propose a system with a camera that is optically in line with a rotating mirror that points at two stationary 
mirrors. They intern, point the lens at two angles of the subject, 120 degrees apart (below and looking up at the 
subject). On the top of the rotating mirror is a stationary strobe that with slots hooked to the rotor, let strobed 
light shine on the alternate mirror the camera is looking at. Thus the image that it sees has one edge highlighted. 
The camera is hooked to a cheap DSP controller that coordinates the images’ edges, and using the laws of motion, 
outputs positional information on each finger. The DSP must use smart logic that can track or predict with 
probability logic in times when parts of the hand blocks parts of the image. 


This cost effective solution would be a single camera ($32), no iris, fixed lens (pinhole?), strobe ($15), stepper 
motor controlled rotating mirror ($20), chopper position feedback ($2), and DSP control PCB ($80). The camera, 
controller, stepper drive, and strobe could all be on a single PCB. The total cost of a CCD system would be less 
than $150 per hand (probably high), steep but very flexible for the programmer and novel to the customer. 


Brainstorm '94 Don Diekneite 


Some ideas for the 6-way hydraulic seat/cabinet. 


I. Mini-rides. 

Charge $1 - $5 for a non-interactive ride that has a small enough footprint for arcades as 
well as street locations such as grocery stores, department stores, malls, restaurants, zoos, parks, 
or any other place where you typically find kiddie rides. Other features: Immersive, CD ROM or 
Laser disk would be easily upgradable 


This non-interactive version is essentially the same as Disneyland's Star Tours except shorter, and 
for one person. The power of the experience hinges on the synchronization between the 
audio-visual and the motion. 
A. Liscenses. 
1. Mini version of Star Tours. 
The most obvious choice would be to condense the existing Star Tours 
footage into 5 minutes or so. 
2. Movies 
a. InnerSpace - You are in a pod, traveliling around inside Jack's Body. 
Many stunning moments. A particularly turbulent ride through the 
heart. He kisses Lydia and you go into her. You see a fetus in her 
womb... 
b. The Running Man 
c. Any movie that involves interesting/exciting modes of travel. 
B. Do our own versions of these themes and others. 
A video version of Stun Runner? 
C. Kid's Stuff 
1. Alice in Wonderland 
2. Alladin's Carpet Ride 
3. Spider Rides (you are a Spider) 
II. Interactive rides. 
These would not be games, but movies in which the rider can make some choices. The 
general appeal of having real movies is still applicable 
A. Submarines. 
B. Mine Shaft 
C. Shrunken POV 
D. Exploration 
E. Sewer Tours (including mutants, rats, alligators, etc.) 


III. Game situations. 

Driving. The most obvious. Whether on the ground, in water, in the air, in space, inside 
someone's body, inside a microscopic world. 

You are a bug, and must evade the evil vacum cleaner man. 

Turret gunner. 


Law Dog, the Interdimensional Highway Patrolman. This an interesting comic from Epic. 
The main character is Law Dog, a beefy guy who lives by his own rules. His role 
in life is to travel an interdimensional highway making sure that beings from one 
dimension don't accidently fall into another. When they do, he has to go get them 
and seal the hole between the dimensions... 


1st rev., 03-31-94 


LIGHTNING ART 


The basic idea is to have a glass/plexi chamber which is designed to keep the 
user from interfering with, being hurt by, the machine's inner workings. Inside 
the chamber is an anode at the top which remains fixed. At the bottom is a 
conductive surface where a sheet of paper resides. This surface also doubles 
as a cathode and is able to be moved laterally and rotational by the user. [The 
motion is toward/away from the user, left/right, or spin about the center of the 


paper.] 


After a coin is inserted, a piece of paper is placed on the bottom conductor then 
the two conductors begin charging (on the lower surface, this also holds the 
paper in place electrostatically). The user can then move the surface and when 
it's in place, they can press one of several color buttons. This button releases a 
small amount of statically-sensitive paint/dye and simultaneously causes the field 
charge to collapse causing a spark to jump between the conductors. The 
interaction of the paint and spark will cause the paint to be deposited on the 
paper in many unique/interesting patterns. 


After a fixed number of spark discharges, the machine shuts down and deposits 
the paper into a tray in the lower front of the machine so the user can take it 
home and enjoy it. If the user control scheme is too complicated, it can be 
reduced to having the tray move by itself and just have the user press a color 
button to discharge the spark/paint. There is an artist in the City, | believe, which 
is using this technique in his work. | just briefly caught a story on him last week 
on one of the local news channels (or perhaps one of the modern technology 
shows that come on from time to time). 


2nd rev., brainstorm comments, 04-08-94 


. Possible name changes: Scream Machine, Rainbow Machine. 
. Color selection generated by mixing three primary colors. 
. Using existing small "static ball" that is now being sold as a control. 
. Change the machine lighting based on which color is selected. 
A. Black lights 
B. Strobe lights 
C. Laser lights 
5. Arcade placing 
A. Pier 39 
B. Malls 
C. Larger arcades 
. Provide steps for smaller children so they can use it, watch it. 
. Mentioned that the spark discharge may "zap" other arcade machines. 
. Add cool mood music to it 
A. Sing with it, make it react to sound 
9. Modify the media that you're painting on 
. Colored paper 
. Pre-printed images on the paper 
. Glitter 
Textured 
3D sculpture 
. Static glue 
. Color resistive spots that would let you "sign" your work or be templates 
10. Cabinet 
A. Fantasy art 
B. Sorcerer's Rainbow 
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Additionally, | am trying to track down the artist and doing further research into 
what this art technique is all about. So far, no luck, but | have not spent much 
time at it. (For future reference, the "Art in Fusion" exhibit in Los Gatos has 
nothing to do with this. If you like glass turned into art, the museum is at 4 Tait 
Ave. off of Main St. The hours are Wed. through Sun. 12:00 to 4:00 and runs up 
through April 28th, 1994. | suggest calling first to make sure they're open. The 
number is (408) 354 - 2646. This was one of my false leads.) 


Any additional comments/suggestions contact Bill Hindorff x9407. 


Derryl D. DePriest, your marketing source 


Creepy Crawlers 


Redemption/consumer game 


Summary: A licensed video redemption game based on simple game play and 
very popular characters among the target redemption audience. Using the 
synergy of the TWII operations, we can use a popular redemption game to 
create a demand for a Creepy Crawler consumer title with a similar theme, look, 
and game play. 


Description: One of the hottest toys again this year will be Creepy Crawlers. 
This toy consists of molds into which goop can be poured, which are then baked 
in an oven to make fantastically colored, sometimes scary looking Creepy 
Crawlers that come in a variety of shapes and colors. The goal of the game will 
be to save the world from the Creepy Crawlers. Play will be simple, while the 
game will look really cool with vibrant colors, giving a kaleidoscopic effect. 


Basic play in the first wave has a little guy (or little girl) with a bug catcher 
running around the screen capturing Creepy Crawlers as they emerge from the 
Creepy Crawler oven. The wave starts out with around 50 Creepy Crawlers 
crawling out of the oven and running around pseudo-randomly on the screen. 
The faster the Creepy Crawler, the greater number of points (and hence, tickets) 
that the player would get when they capture it. If all of the Creepy Crawlers 
were rounded up in a given wave (ideally it would take several tokens to 
complete a wave), then players could enter the next round of play, in the end, 
when all the bugs are captured, they would enter the machine itself and go to 
the next level. 


There could be any number of themed waves, where the Creepy Crawlers 
could be weird dancing skeletons, flowers, monsters, or whatever. In each 
case, the player would try to round up or destroy all of them and finish the level. 
Each round may have to have a different action to it, i.e. Creepy flowers may 
have to be sprayed with pesticides, dancing skeletons may have to be shot with 
rubber bands, etc. 


The cabinet would be done up with neat stuff, too. | imagine formed attract 
panels to attract kids, as well as real Creepy Crawlers laminated to the cabinet 
or the bezel. | think this would look pretty darn cool to kids. 


Additional strategic elements, like bosses and having to "find" bug containers 
and pesticides may be needed to make the consumer game viable. Ail in all, it 
would be a fun, technicolor romp through the weird and fantastic world of 
Creepy Crawlers. We could possibly even seil the consumer cartridge with a 
new Creepy Crawler mold plate that would only be available with the game. 
Now that's cool marketing! 


LegoMania! Redemption/consumer game by Derryl D. DePriest 


Quote found on the Internet: 


"My nephew (9) says the other day ‘If we ever went to war against 
Lego people, the Lego people would win.’ | asked him why and he 
said 'Because they can't die, and if they get their heads blown off, all 
they have to do is pick them up and put them back on.'" 

-eileenk @hpcvnefk.cv.hp.com 


Overview: The time is ripe for licensed video redemption. Using the synergy of 
the TWII operations, we can use a popular redemption game to create a 
demand for a Lego consumer title. 


The redemption audience (5-10 year olds) is very license sensitive, as well as 
being video game savvy. Combining the two will yield a new category of 
redemption in which TWII will be the clear leader. Licensing will become a 
much bigger factor in attracting kids' attention soon, as exemplified by Sega's 
Sonic the Hedgehog game, which is raking in big profits. We need to start our 
redemption effort now, and a licensed product with strong awareness among 
kids is the best way to start. Lego is one of the worlds most popular, well- 
known, and enduring toys, and will enjoy increased awarness in the next 
couple of years due to the opening on the LegoLand theme park in Carlsbad. 


| envision the cabinet as an attraction in itself, with a formed plastic shell that 
depicts big Lego blacks that kids will want to touch. It could be dressed up real 
nice. 


Summary: It's a dark time in LegoLand! Mean Mr. Glue and his band of Glue 
Goons have invaded LegoLand and are threatening the existence of this 
magical land! It's up to the Lego Kids to thwart Mean Mr. Glue and rescue 
LegoLand and the Lego people from his sticky clutches! 


Description: In this game, players control the Lego Kid, a small, cute boy or girl. 
Mean Mr. Glue is a terrible man who had a bad childhood and hates Legos. As 
a result, he wants to spoil the fun of children the world over by gluing their Lego 
bricks together, stifling the fun that he never had. 


The goal of the Lego Kid is to try and gather the six ingredients needed to make 
the anti-glue machine that will unglue LegoLand. There are six levels, and 
each level is composed of two stages. One of the needed components is found 
at the end of each level. Each stage is themed, with the bad guys either pirates, 
evil knights, or space invaders on alternate levels. All of these come from the 
current themed Lego sets. 


The levels have the look and feel of an interactive Lego set--all the buildings 
are built of Legos, the sidewalks and streets have Lego pegs, etc. Real Legos 
can be built and digitized to form the sets if animation could not provide the rich 
look needed. Parts of the city would be grayed out because the Legos are stuck 


together. This will be needed to help with the contrast pop of the Lego Kid as 
well as unstuck bricks that need to be seen to be picked up. At the end of the 
game, as a victory sequence, color can be fully restored to LegoLand when the 
bricks get unglued. 


As a player goes through the first stage of a level, they try to evade the bad guys 
and their brick-built traps and glue obstacles (glue buckets, glue pits, glue 
cannons, etc.). While doing this, the Lego kid grabs unglued bricks and puts 
them in his pack for later use. He can also pick up scattered bottles of anti-glue- 
dote spray, which can be used to turn glue to water, ungluing certain stuck 
parts, freeing trapped citizens who have been glued into their homes, and 
rendering traps harmless. 


At the end of the first wave in a level, the Lego Kid escapes from the town by 
building a vehicle from the Legos that he gathered. The second stage of a level 
Starts out with the bag of parts collected in Wave 1 being dumped out. Given 
the parts that were found in Wave 1, players can construct a vehicle out of the 
parts! This can be done by computer, i.e. based on the parts that are gathered, 
the computer selects the best fitting model to those parts. There will be several 
limiting factors, i.e. tires or jets or engines, for example, that would determine 
what vehicles can be made. As an alternate, and if possible, the player could 
somehow assemble the machine themselves, although | think this would only 
work with a 3-D engine. Nevertheless, the thought of building something with 
virtual Legos is a cool one. 


The player will have to choose a vehicle that works for the next stage as 
appropriate, either a space ship, a boat, or a car depending on whether the Kid 
is escaping through water, the sky, or a road. The chase then ensues, where 
the Kid is chased by bad guys who try to knock his vehicle apart by shooting 
darts, rubber bands, marbles, etc. Players must also avoid pot holes and rocks 
as well as boulders coming down the hill sides, etc. Once the vehicle falls 
apart, the stage is ended and the Kid must start over again with the vehicle, until 
he runs out of lives. 


The best way to make it through a stage is to get most of the parts in the first 
stage in order to build the sturdiest vehicle, and then do a good job evading 
pursuit in the second stage. If the Lego Kid makes it through the second stage, 
he collects the piece he needs to beat Mean Mr. Glue and goes on to the next 
level. 


The game is over when the Lego Kid has gotten all six necessary parts, 
assembles the anti-glue machine, and beats Mean Mr. Glue with it. The 
ultimate battle will also be a challenge--the Lego Kid will have to unglue Mean 
Mr. Glue while MMG is trying to glue together the anti-glue machine. The victory 
sequence will have clouds of anti-glue-dote floating over the city, ungluing 
bricks, freeing trapped citizens, and fully colorizing the city. 
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Re: Atari On-line brainstorming session. 
Submitted by: Gilbert R. Valadez - Conceptual Leviathan 
Date: March 31 1994. 
"TEEGO" 


I. Game Proposal One: "Teego" (Derived from the Eskimo, meaning playful and innocent) 

A. Genera -- Side Scroller 

B. Main Character -- baby polar bear, going by the name Teego 

C. Environment -- Arctic region (i.e. South Pole) and imaginary magical kingdom 

D. Basis -- The popularity and success of Sega's “Sonic the Hedgehog." 

E. Concept -- Based upon a children's story. Teego is in search for his missing mother (who 
is the queen of the region ) with or without the aid of the other creatures of the Arctic region 
that he encounters. 

F. Storyline (edited)-- Once upon a time, there existed an Arctic kingdom ruled by a benevolent 
and just polar bear queen. She had three cubs. The eldest was big and strong. His name 
was Bongo. The middle cub was very smart and clever. Her name was Sara. And the last cub 
was very young and tiny. His name was Teego. 


One unforgetful day, the queen was missing and no one in the entire kingdom knew where 
she was. So, Bongo, the eldest cub, took it upon himself to search for their mother. He said, 
in a deep voice, "| am the strongest, so | will find our mother." Then Sara said, assuredly, " | 
am the smartest, so | will find our mother, the queen." Then tiny Teego said, in a tiny voice, 
"I will help too!“ But Bongo and Sara laughed and said ,"You are too small!" They both told 
Teego that he could not go to search for their mother, because of his size and age. After 
Teego's brother and sister left, Teego was by himself feeling sad and alone. 


Hearing Teego's tiny tears, the great wise and old blue whale approached Teego, and asked 
what was troubling him. Teego told the blue whale what his siblings had said. The blue 
whale laughed and laughed so hard it shook the ice castle. The wise and old blue said,"That 
is nonsense. With your love, you, too, can find your mother, the queen.” 


Thus, began the adventures of Teego in search for his mother. 


Re: Atari On-line brainstorming session. 


Submitted by: Gilbert R. Valadez - Conceptual Leviathan 
Date: March 31 1994. 


I.Game Proposal One: "Teego" (Derived from the Eskimo, meaning playful and 
innocent) 


. Genera -- Side Scroller 

- Main Character -- baby polar bear, going by the name Teego 

. Environment -- Arctic region ( i.e. South Pole) 

. Concept -- Teego is in search for his missing mother (who is the queen of the 


region ) with or without the aid of the other creatures of the Arctic region that 
he encounters. (More information available upon request.) 


E. Basis -- The popularity and success of Sega's “Sonic the Hedgehog." 
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II. Game Proposal Two: "XOS" 
A. Genera -- Flying Simulator/Battle zone 
B. Main Character -- various exo-skeleton armored, flying, space vehicles 


C. Environment -- outer space and various planets 

D. Concept -- Interplanetary miners attempting to liberate the planet earth from an 
unknown alien force by modifying their “exo" with available weaponry. The 
battle begins from the moon, then into space, then down on the planet earth. 
Actual cabinet design would play an important role in the success of the game. 
(More information available upon request.) 
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. Basis -- The popularity in existing conceptual design (i.e. “RoboTech," "Aliens" 
the movie, "X-O Manowar, ““EXO-Squad"). 


III. Game Proposal Three: "Counter Moves" 
A. Genera -- Fighting . 
B. Main Character -- various number of female cat-like people or insect-like people 
C. Environment -- various fighting environments (i.e. fighting ring, pit, etc.,) 
D. Concept -- This fighting game will allow the fighters to accomplish what is 
known as a counter move. For example, in martial arts, when a punch is 
thrown by one opponent the other fighter may do something more than a 
simple block. The opponent who is on the receiving end of the punch may choose 
to use his or her opponents force to flip such an attack. The main concept is to 
stress the point of accomplishing counter moves, so the game is not just the 
standard hit and block and hit game. (More information available upon request.) 
E. Basis -- The already established market of fighting games like “Street Fighter," 


“MKIl," “Virtua Fighter," "Primal Rage," etc. Let's just take the genera to the next 
level. 


Marvin the Martian’s MarsBall 
Game concept by Matthew Ford « 3/31/94 


Placement/Marketing 
¢ This LBE could reside in malls alongside or contained within Warner stores. 
¢ Different levels of complexity make the game fun for people of all levels of gaming 
ability and comprehension: | 
¢ Excellent merchandising possibilities. 


i Scenario 
e Place: The world portrayed in the Bugs Bunny vs. Marvin the Martian cartoons: 
networks of hanging pop-art platforms, ascending stairways, tinted glass domes, 
disintegrator beams (and re-integration booths), Instant Martian Goons (just add water), 
and of course, the little helmeted Marvin himself. 
e You: A MarsBall athlete, zipping around in the small hovering saucer-ship or rocket 
scooter portrayed in the cartoons. 
° Objective: Open to brainstorming. Teams strive to capture flags? Transport the huge 
MarsBall to the goal? Play something like Ultimate Frisbee in space? Shoot it out like 
paintball or Q-ZAR? Perhaps different games are selectable, or a new game featured 
every few months. 
e Features: Marvin as a referee/commentator, using that unmistakable voice. Instant 
Martians as goonlike linebackers or spoilers. Disintegrate your opponent— when 
disintegrated, you appear at a “Reintegration booth” far back in your defensive 
7 territory. Multilevel platforms and walkways— don’t drive off the edge! 


Look and Feel 
¢ This game should be fast, smooth, and colorful. 
e It should be as free of frustration as possible, easy for first-time players to enjoy. 
° The mood should be light and fun, a bit silly in the Warner Bros. tradition. Music and 
sound will be important, as well as careful use of the Warner Bros. properties of 
Marvin, the Mars world, and perhaps Bugs Bunny. 


Platform 

e Untextured polygon hardware capable of a very good frame rate (30-60Hz). 
| e Textured polygon hardware might be overkill: expensive, slower, and not necessary for 
| i the distinctive look portrayed in the cartoons. 


A brief game proposal by Doug Coward 


RICOCHET 


The player walks into the arena, and is confronted by hundreds 
of images of himself. The pulse weapon in his hands begins to 
throbs as it completes its powerup diagnostics. Each of his 
reflections carries a similar weapon, moves when he moves. 

He stops.. but one shape continues to move..... 


Viewed from the top, the arena is an area enclosed by walls of 

panels with reflective surfaces. The panels are set at random 

angles but form a unbroken wall around the arena. Inside the arena ; 
are obstacles with the same mirrored panel surfaces. | 


Into this top down arena/maze walks the player and his Opponent(s). 
Their weapons - a hand held pulse rifle which fires a plasma beam. 
This beam is represented on the screen by a line segment the 
length of which is proportional to the charge time of the pulse 
rifle before firing (controlled by the player). The beam bends as 
it ricochets from wall surface to wall surface. The length of the 
beam shrinks at a constant rate, eventually dissipating completely. 
So the more powerful the shot, the longer it will ricochet around 
the arena. Your shots would be as harmful to you as they are for 
your opponent. Shots are only harmful after the first ricochet. i 


Dodging back and forth to avoid both your and your opponent’s 
plasma beams ricocheting all around, you can choose activate your 
defense shield, but it uses alot of power. You can’t charge your 
rifle or fire with your shield up. And it may not stop the more 
powerful beams from your opponent. 


Possible,the shots could be polarized. And they would change 
polarity with each ricochet. Polarity would be indicated by a 

beam color of the player who can be harmed by the beam. When fired 
the beam would be the color of the player firing. 


Special wall panels such as a warp panel. Beams or players | 
moving through this panel would emerge at another panel in 
the arena or in another arena. 


Ron Seawright 


The air is pierced by the harsh cry of trumpets sounding the call to 
battle. Shouts of defiance - the impatient sounds of armored horses snorting 
and tramping the ground with iron clad hoofs - a final trumpet call followed by 
thundering clamour of two fully armored knights astride mammoth war horses 
hurling themselves at each other like two locomotives on a collision course. 
Time stands suspended as we await the inevitable impact. 


Well - ok - so it's not the same thrill as being there and having your own 
head bashed in but it does offer some pretty good stuff - such as: 


The wrap-around full fidelity of CAGE to seemingly bring you the player 
into the scene of battle - the trumpets - the thundering hoofs - the shouts - 
the crunch of mace on skull - all the basics. 


Even more wonderfully this game will be produced using the convincing 
dimensional realism of stop motion (ala "PRIMAL RAGE"). The armored knights 
and horses would lend themselves perfectly to armatured stop motion puppets 
and the scenes of combat and carnage would take on greater realism by the 
character's ability to turn and rotate in 3-dimensional space. To lend greater 
impact to the action we can introduce series replacement techniqes as used in 
"Nightmare before Christmas" - this would allow more shape-changing to a 
character's moves. Using series replacement parts we could for instance have 
a knight's head and body squash in like a pumpkin as he receives a blow. - 
Fun, huh! 


To add to the dimensionality of the stop motion the backgrounds would 
be rendered in 3-D and camera moves ala Virtual Fighter would be imployed 
so that as your knight hacks his way up the tower staircase the camera arcs 
around him sometimes booming up to explore the combat cimematically from 
all possible angles . 


You, the player will be able to hew, and hack, and bash to your little 
heart's content for this will be the game to answer that primal need in all 
mankind - to pick up a blunt instrument and pound the beegebus out of 
someone else. - Skewering, severing, impaling, dismembering, smashing - this 


(and besides, it's vaguely educational.) 


GAMEPLAY 


Here's the scam - You the player select what armored knight you want to 
be and what killing tools you want to use. There will be weighting, of course so 
that one knight - GUNTHOR - will be more heavily armored and therefore 
essentially defensive (with maybe a humungous shield). Another knight - 
THAILIN - is fleeter afoot and will be sporting a short sword and dagger. 
Another a crossbow - another a giant broadsword - another a pike, etc. ,etc. 
Knight selection may also include a wizard, a samurai, and an amazonian 
lady warrior knight (naturally!). 


Once the knights are selected there is a cataclysmic mounted charge 
resulting in one or both knights being unhorsed. Once fallen there is nothing 
for it but to start whaling away on foot. If a knight loses an arm or leg he 
keeps on fighting (albeit somewhat handicapped) until he is no longer capable 
of combat. At this point the victorious knight is rewarded by the privilege of 
finishing off the loser with the world's ugliest mace (name of the game). The 
"reward mace" just pops magically into his hand and the winning player now 
experiences the satisfaction of bashing his opponent to a bloody pulp. (yuck!). 
This has to be the ultimate in player gratification. 


With the vanquishing of the first opponent the game moves on to the 
next field of combat as we progress round by round from outside a castle, 
across its drawbridge, and on into the inner bowels and upper ramparts of the 
castle proper. The final triumph can be realized when we work our way down 
to the castle keep and there encounter CAULDRON- the boss character - the 
ultimate bad dude. He is bigger, meaner, more heavily armored than anything 


on earth, has a mace twice the size of yours, and doesn't use deodorant. But if 
by some miracle you can cream this bastard - the game is yours and you live 
on in folk song and legend. 


And, oh yes, while you're doing all this good stuff there is also a bonus 
round to be gained if you can just work a little maiden-rescuing into your 
already busy schedule. She is lovely - she is well-endowed - she is trapped in 
a castle tower being ravaged by an evil duke (Richard the Third/Charles 
Manson-type). It's up to you to climb a tower ladder thus gaining access to the 
maiden and her assailant - all the while fighting off your opponent who is 
closing in from the rear. This is a two-front war where only the quickest of 
reflexes can prevail. 


This game also has rich opportunity for hidden weapons and Easter eggs 
As the combat moves from drawbrige to courtyard and beyond your knight 
may lose his weapon in the heat of battle - not to worry - there are other 
weapons to be discovered in the playfield. In the courtyard you might pull a 
hidden pitchfork out of the haystack surprising your opponent and skewering 
him. You knew the pitchfork was there only because you had the good sense to 
stuff a zillion quarters in this game to find this secret. Or perhaps you open a 
door and your favorite armored horse comes charging out to the rescue - 
trampling your opponent with with iron shod hooves. Similarly there are 
daggers in wall cracks and spears behind columns, etc, etc. Also (and this is a 
big also) there are hidden traps built into the environment that can be sprung 
on your luckless opponent. These are about to be described in the next section 
- read on! 


GAMEFTELD 


We start out in a forest outside the castle for round one. For round two 
we move to the moat and drawbridge area. From there the rounds and action 
move into the inner courtyard, up the tower staircase, across the open 
ramparts, onto the steeply raked roof where footing becomes treacherous, and 


then on into the banquet hall. The last round is played out in the dungeon or 
castle keep - a real ugly place. 


Each game field environment will have its own mixed bag of treacherous 
traps that your opponent may be clever enough to spring on you (or hopefully 
- you on him). These are for each player to seek out and discover just like 
special moves (rich opportunity for hidden easter eggs here). All traps are 
parts of the environment used as hideous weapons of death and 
dismemberment. You step on one secret tile in the courtyard and a spear is 
thrust from the wall behind your opponent pinning him like a butterfly. You 
sever just the right branch of a tree and another tree topples on your opponent 
leaving him helpless to your blows. Crossing the drawbridge you trigger a 
hidden release which drops your hapless opponent through a trapdoor and into 
the expectant jaws of the obligatory crocodile. While dueling your way up the 
tower staircase you trip a device releasing from below - everyone's favorite 
terror weapon - the upthrusting, twin-bladed, between-the-legs groin-splitter 
(oh, that smarts!). A giant scythe may swing down to slice off limbs, columns 
come crashing down to squash your victim like a cockroach - and for added 
fun there are vats of boiling oil, catapults, flaming arrow releases - all this and 
more!! If your opponent backs out of reach there's always a way to slice and 
dice him with a hidden trap - he can run but he can't hide. 


Blood, mayhem, and gore golore! - _Fun for the whole family! ! 


IN THE BEGINNING THERE WAS CHAOS, 
VAST AND DARK: 
ENTER THE GODS... 


BATTLE OF THE GODS 


Introduction J 


In the beginning there was only chaos. Chaos created Gaea (the . 
Earth) and Tartarus (the underworld). Gaea then decided to create 
Uranus (The Heavens) and together they gave birth to Cronus (Time). 


Uranus assumed complete control over the Universe and banished 
Cronus to Tartarus because he thought Cronus might try to 
overthrow him. This angered Gaea who supported Cronus in his 
revolt against his father. Cronus overcame and badly wounds his 
father chaining him down in Tartarus for eternity. 


Cronus married his sister Rhea and they gave birth to the Olympian 
Gods: Poseidon, Hades, Zeus, Hera and Hestia. They in turn gave birth 
to several other Gods. 

Each God thirsts for absolute power. 

The battle for supreme, universal control has begun. 


Game__Type 


Battle of the Gods will be a two player fighting game. i 
It will not be a standard side scrolling fighting game 

because the player can also make the screen scroll 
vertically as well as horizontally due to the fact that the 
characters are Gods and can fly. 

In the version of Street Fighter II Turbo the Characters can stand 
and fight on invisible platforms. When a character jumps they can 
stop at a position in empty space where they can continue fighting. 
Battle of the Gods can utilize this feature to make the Gods appear to 
fly. The screen will fluidly scroll vertically as well as horizontally. 
A vertical screen will be used to take advantage of the 
vertically moving play field. 

Players will fly to different platforms(Joust) where they must fight 
the computer character or the other player. 
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Game Look 


This game must look better than Mortal Kombat or Street 
Fighter 2. ” 


There are three options for the way we should do this game. 

1)Stop_ motion puppets-obviously Pete has done an incredible job 
on T-Rex. The reaction of the children at the last T-rex focus was 
very favorable to this type of look. 

2)3-d_ polygonal look-Virtual Fighters is the next stage of 
fighting games. This game blew me away with smooth, cinamatic 
camera angles and relatively good playability. 

3)Digitized graphics-We have always had the 
technology(Pitfighter) to make a better looking version of Mortal 
Kombat except our characters will be immortal. 


Controls 


The players controls will consist of an 8-position joystick(direction, 
jump) with a button located on top(acceleration for flight) 
and 6 different buttons(3 kick, 3 punch). 

Combination of buttons and joystick will permit the player to fly and 
create special moves and powers. 


One_player game 


Player chooses between 10 different gods each with their own 

special powers and abilities. The player must defeat each God in 
their own environment (Zeus: the sky, Poseidon: the Ocean, Hades: 

the Underworld, etc.). 

Each boss God must be defeated twice by the same player. 
When a player loses two times he is out of game and must add more 
quarters to play. 


Each character will have finishing moves that the player must 
figure out. 
EX: 
Apollo will create a small sun sphere that will scorch his 
opponent into ashes, Aphrodites kiss will make player implode, 
Mercury reveals a tiny black hole that sucks player in, Zeus 
turns player into a bug and then crushes him, etc. 
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After defeating the (9) gods the player must fight the two non- 
selectable gods (Cronus, Uranus) and defeat them 2 out of 3 times to 
become the Ruler of the Universe and win the game. 


) 


Players choose between 10 Gods including alter-ego God. Players 
battle each other and must win 2 out of 3 times to continue. 


GODS 


Each rounds environment will be relative to the nature of the god 
guarding it ( Poseidon-ocean, Hades-Tarturus, etc.) 

Player can choose between 8-12 different Gods depending on how 
many Atari will want to do. 

Cronus and Uranus cannot be chosen but must be defeated 
to become the Supreme Ruler of the Universe. 


URANUS: The Sky. Son and husband to Gaea, the Earth. Father to 
the Titans, The Cyclops, and the hundred handed monsters 
(Hecatoncheires). Banishes his son Cronus to Tartarus because he 
thought Cronus might try to over throw his rule and take over Mt. 
Olympus. Cronus escapes and mortally wounds his father. He then 
punishes his father by chaining him down in Tartarus for all eternity. 


CRONUS: The youngest of the Titans Born to Uranus and Gaea. 
Revolts against his father and assumes control over the Universe. He 
and his wife Rhea give birth to Olympian Gods. 


Gaea prophesied that one of Cronuses offspring would overthrow him 
and seize control over the Universe. 
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ENTER THE GODS: 


OLYMPIAN GODS 


ZEUS: Supreme ruler of the Heavens. Son of the Titans Cronus and 
Rhea. Ruler of all high things, including the clouds, rain and thunder. 
He is a towering, mature looking God with immense strength. Zeus 
will be able to control lightning bolts, tornadoes and wind. 


HADES: Guardian of the infernal regions. He is son of Cronus and 
brother to Zeus and Poseidon. He is a large, dark skinned-man with 
a black beard and fiery eyes. He can use a helmet that renders 
himself invisible or scorch someone with his fiery eyes. He will be 
able to create volcanic eruptions from underneath his opponent, fire 
intense scorching heat balls and spit fire. 


POSEIDON: undisputed master of the Sea. Son of Cronus and brother 
to Zeus and Hades. He is the God of the seas, oceans, lakes and rivers. 
He is a huge bearded man and can change his shape into other Gods. 
He has a terrible temper and vents his rage in the form of Storms, 
tidal waves and earthquakes. His Trident can be used to stab or be 
shot to paralyze the opposing God for a moment.. He is able to shoot 
boiling water from his hands, freeze a region of space and can turn 
into a water funnel. 


HERA: Queen of the Gods. Wife and sister of Zeus. She is a tall, noble 
and stunningly beautiful woman. She can also control Lightning 
bolts, tornadoes and wind. 


DEMETER: Earth Goddess. Sister of Zeus. She has complete control 
over the weather. 


APOLLO: Sun God. Son of Zeus. He and his sister Artemis are twins. 
A handsome young man dressed in golden armor carrying a golden 
bow and a quiver of arrows that can never be emptied. Apollo will 
be able to turn into a fireball and scorch someone with UV rays. 


ARTEMIS: Moon goddess. Daughter of Zeus and brother to Apollo. A 
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beautiful young girl wearing a tightly rapped robe and carrying a 
silver bow and a quiver of arrows that never empties. 


APHRODITE: Daughter of Zeus. Goddess of Love. She is the ruler of 
the planet Venus. She can replicate herself so that the player must 
fight clones. Fastest and most agile of the characters. Lightning kicks 
and punches (same as Mercury). 


MARS: God of War. Son of Zeus. He lives on the chaotic and 
unpredictable planet mars. He is the god responsible for the 
weapons of Earth past and future. He will fight his opponent using 
various weapons of destruction. 


ATHENA: Warrior Goddess. Child of Zeus. She is extremely 
beautiful, dressed in armor and carries an invincible spear. Like 
Mars she will be able to use various weapons of destruction. 


MERCURY: Messenger God. Son of Zeus. He is a handsome youth that 
carries a white Caduceus (a staff entwined with two serpents). He 
has a pair of winged sandals and a helmet that allows him to turn 
invisible. Lives on the cratered and scarred surface of Mercury. 
Fastest and most agile of the characters. Lightning kicks and 
punches (same as Venus). Has the power to fire comets and 
asteroids. 


HEPHAESTUS: Son of Zeus. Unlike most Gods he is slightly deformed 
resembling a tall bearded hill giant. He will move the slowest of the 
Gods but can take more hits than any other God. His domain is 
buried deep beneath Mount Olympus. Dark, vast caverns will 
contrast the fiery red of the erupting magma and lava. He can use 
various weapons and shields and can control the lava. 
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Group 


To: Dave Pasquenelli 


GAME BRAINSTORM IDEAS | 


I propose two game concept ideas and three suggestions for the company in 
general: 


THE GAME CONCEPTS: 


1) STREET MUD-WRESTLER. A digitized mud wrestling game. There would be 
tons of babes to choose from. We need to get them to look like celebrities like 
Tonya Harding or Cindy Crawford. This game should bring in money 'til the 
next century. Moreover, we'll get players from the older teens all the way to 
bar-aged adults. And to attract the female crowd (besides the characters 
basically being empowered females themselves), we can throw in a few male 
boss characters that they can whale on. If you choose a one-player mode or a 
tag-team mode, the boss characters would be pimps, drug lords, sex crime 
offenders, muggers, promiscuous congressman and senators, and macho pigs. 


2) Redo Star Wars. There is a revival of Star Wars mania out there which 
proves its timeless quality and hype can only get higher as potential grows for 
a new movie coming out soon. I always thought Space Lords should have been 
a redone Star Wars. In fact, we should incorporate the best battle sequences 
from all three movies as scenarios for the game. It would be done in full 3-D 
with some digitized graphics, and gritty like the movie. I picture scenes like a 
tie fighter battle, biker chase, snow walker attack, and even a light-saber 
fight as well as an on-foot chase with stormtroopers. Even if we can't acquire 
the license, I feel that we can create our own universe of characters based on 
a similar plot. Unlike the SNES Star Wars games, you would be in a 3-D 
environment with much more freedom. And you can pick from several few 
points. The game can be in a multi-player cabinet format, a linked sit-down 
model, or an LBE center. 


THE COMPANY SUGGESTIONS: 


1) I think that there will be, or that we can start the resurgence of 
maze/adventure types of games again. With all the media hype on ratings and 
violence, the fighting game frenzy will eventually fade into something else 
and I think it will the the more peaceful non-controversial cycle of games. 
The trick is, though, to combine classic game ideas with some super intense 
cutting edge graphics. Go back to the Pac-Man, Berzerk, Donkey Kong and 
Defender days type of concept. Jaguar had the right idea with their updated 
Tempest, but we can push it even further. We began to get that idea with the 
Atari Classics games, but we can push it waaay further than that. We can have 
a stop-mo digitized puppet for an updated Donkey-Kong type game, or real 
people and digitized or 3D monsters/robots for Pac-Man, etc... 


2) Acquiring licenses is great, but I think that we should have people 
specifically geared towards developing potential new characters for the 
company. Just characters. They are the core of appeal in many games and 
many times they just don't cut it because of lack of focus. If we have designers 
who do nothing but research and do character design, we can build a base of 


cool personalities and images that can inspire a game designer to build a game 
around. The character designers would work especially close to marketing 
people to keep afloat trends and tastes of what's out there. The pay off can be a 
Mario-brother or Sonic the Hedgehog type of success that can spill into other 
venues like merchandising and shows, especially now that so comics, movies, 
toys, and video games are crossing over into each other. 


3) In addition to having full time character designers, I would propose to 
also have full time conceptual artists. Often times I have more ideas of how 
graphic components of a game should look than I have time to flesh out, get on 
paper, and translate to the rest of the team. Ultimately, I sometimes need to 
take short cuts and just do it. There is often little research time. As a result the 
visual impact of what I would like to do is less unified and refined. 

But as a conceptual designer, I would be like an interior-decorator. I 
would basically be commissioned by the producer and game designer to lay 
down the look of the game. I would be mainly involved in the prepoduction 
stage in getting the game to the concept approval and initiation stage after 
which the art director/lead animator and the rest of the team can finish 
things off. I would then move on to another game concept to flesh out, even on 
game ideas that have no producer and team yet but would be cool to eventually 
do. This way, not only would there now be someone with time to do research on 
the look of a game, but we can visualize what upcoming games in our future 
may look like and plan for certain schedule slots with more vision. Ultimately, 
we can always have something "in the pipe" for the next wave of game 
projects. 


Jason Leong 
Animator 
x3791 


Brainstorm Proposal 
Cameron Petty 


Title: The Party 
Type: 3/4 view in a cutaway house 
Summary: Your at the party, and you've just made a bad move. 


You've dumped your entire super big-gulp down the neighborhood bullies 
pants. When he messed with Suzy, you lost it. So now the chase is on 
throughout the house. Avoid and confound the bully and his gang as you 
use bonus items like skateboards and roller blades in conjunction with 
bannisters and rubberbands. Don't worry about the house, it's only a video 
game! Bonus points for knocking over lamps and making cats screech. You 
can be Bif, Tod, Dave or play all three with your friends. The goal is to go 
downstairs, get Suzy a glass of punch and bring it back upstairs, exhausting 
the bullies in the process and returning to her side triumphantly. You can 
join forces for new moves/tricks or compete for Suzie's affections by not 
allowing the other players to return with the punch. Watch the timer, 
though, cause nobody wins if Suzie doesn't have her drink when it runs 
out. Coin-up to stay in. . .different houses, different girls . . the stud of the 
crowd winds up with a collection of them. . . 


Comments: Way sexist, targeting the boys and trying to tap into a 
commonly held fantasy. Could move into the mall as well .. . 


Brainstorm Proposal 
Cameron Petty 


Title: Trace Rider 
Type: Shooter/Driver LBE 
Summary: You are a hardened future cop astride a 2000cc 


hover-bike packing all the latest weapons and options. 

Part I (The Present): You have been sent back in time to track 
down a joyriding hover-bike gang. You fly into and through malls, 
office buildings, and factories; all the while raining destruction 
around you, taking out hyper-biker scum, and trying to avoid 
splattering too many bystanders. 

Part II (The Future): You arrive back to find that the biker 
chase was just a distraction. The mafia's troops have just pulled off 
the most ambitious frontal-assault heist in history (you should 
know), and they are attempting to make their getaway. Sic ‘em! 

Options: Head to head hover-bike racing, or squad scenarios. 


Comments: Linkable six-axis platforms and flawless integration 


of live-action digitized, stop-motion digitized, 3D rendered, and 2D 
rendered animation. 


eee 


A brief game proposal by Doug Coward 


TROUBLE IN DREAMLAND 
(see Popular Science March 1994 "Searching for the Secrets of 
Groom Lake") 


It’s 1998, and things are happening at the government’s secret 
Nevada test site - Area 51. The goverment has built a small group 

of flying saucers crudely designed and built from the parts of 

a crashed space craft found in the desert 30 years before. 

In the same crash, two aliens in hibernation were also found 

and in their container, they have slept for nearly 25 years 
deep underground in the most secure area of Dreamland. Five years 
ago they awoke and after some "gentle" persuasion began to explain 
their technology to the government scientists. And one night, one of 
the aliens is able to send a message.... 


SO... now a message has been received from deep space - 
WE. .WANT..OUR..PEOPLE..BACK..AND. .WE..ARE..COMING..TO..GET..THEM... 


The government has decided that they would rather fight than give 
up their two technological Rosetta stones. 


BUT... the alien rescue team consists of just YOU, a human that 
that was abducted the night before with your family on a lonely 
desert highway. With your family held hostage, you agree to G0 thas 


Hiking over the moutains into Emigrant valley, across the 12 miles 
of dry lake bed, you avoid the electronic sensors planted in the 
ground because detection would bring the black choppers. If you 
reach the base, you have to find the entrance to the underground 
complex and work your way down, level by level to the labs. 


After freeing the two captives, and getting them and yourself back 
to the surface, you can call in the aliens to pick you up. They 
promise that they will free you and your family then. But they can 
only give you 12 hours for the rescue. At the end of that time they 
must leave and they have orders to obliterate the base before they 
leave. 


So the clock is running. 


GAME IDEA 
ENDANGERED SPECIES 
Jeanne Parson 


Original game statement: i 


We have become the endangered species, because all the animals that we have 
exterminated or those that are high on the endangered list have banned together and are 
out to get us. They try to kill us and use our body parts for food as well as for other 
weird things, like making decorations for their homes, perfume, housing -- like all the 
ridiculous stuff we’ve done with animal parts. They poison our food and water supplies. 
They tear down our homes and towns and put in instant forests, deserts and prairies. We 
try to defend ourselves against the animals. Gameplay could involve some combat, some 
Sport-type events. There might even be some problem (or puzzle) solving involved in 
directing the movement of the game, but the combat and sports would take precedence. 


Ideas from first brainstorming: 


* How could humans fight against animals? Perhaps by using weapons -- like chainsaws 
and other building tools, but not guns. 


* Perhaps it would be better for gameplay to switch roles -- letting the player be the 
animal 
trying to exterminate the humans. 


Other thought 


If the player were the animal, the animal could start out looking like a 

traditional animal, but when chosen would metamorphose into a sort of hybrid creature, 
such as the creatures used in the game Metamorphic Force (shown at AMOA last fall). 
(For example, if I chose a mountain lion, the mountain lion would become a creature that 
had a sort of human-like body, ie. upright, but with a tail and kind of hunched back and, 
of course, a mountain lion’s head and claws, and it would have the ability to fight standing 
upright like a human, but could sprint on all fours like a cat.) 


"Clarissa Explains It All" 
A Video Game 


This is a two player competitive/cooperative, action/adventure 
coin-op /homegame. It is based on the Nickelodeon TV show that stars Melissa 
Joan Hart as Clarissa, a very independent, free thinking, teenage girl, who is 
dealing with the life and times of a teenage girl/person in the nineties. It's a 30 
minute show that features Clarissa and her lifelong friend/neighbor Sam a 
teenage boy that always visits via a ladder to Clarissa's second floor bedroom. 
Clarissa has a Dad and Mom and a younger brother. 


The television show is usually structured as follows: Clarissa 
explains her dilemma to the audience, camera direct. ( in fact that's one of the 
charming aspects of the show is that, all of Clarissa's thoughts are spoken 
directly to the audience) There is usually a fantasy sequence of "what if?” 
situation particular to her current dilemma. The fantasy scene is of a role playing 
nature that will cast members of the show in the different roles. Example: In a 
recent episode she wants a car, but gets side tracked into thinking that a 
motorcycle would be way cool. She has a fantasy that she is a leader of a cycle 
gang, this scene is taken directly from the "Wild Ones". So what you have here is 
the moral dilemma’s, life's little lessons (like a "Leave It To Beaver" meets "Family 
Ties" meets Ray Bradbury) and it's well executed. 


Clarissa is not only a computer user, she makes up video games! In the 
afore mention episode, Clarissa makes a motorcycle racing game, one in which 
she inserts her face on a rider and is on her way to winning the game, but 
suddenly at the last second an unknown rider (a rabbit) comes into view and 
knocks her over. She then talks about this and compares the scenario to her 
current dilemma of wanting the motorcycle. She is a take charge type of person, 
doesn't even pretend to have the answers, but can figure out the discourse. A 
great role model. 


The importance of this license is to broaden our market and appeal. 
Nobody at least in the arcade market has made a serious attempt at making a 
smart, fun game for girls. It would be designed and marketed to appeal to boys 


as well. 


PROPRIETARY AND CONFIDENTIAL INFORMATION OF Time Warner Interactive Inc. 
© 1994 Time Warner Interactive Inc. All rights reserved. 


Aright as soon as all you guys subsist with your laughter I'll attempt to 
present some very rough game proposals. The game could be as follows: | 


Player chooses between characters Clarissa, Sam, Fergeson (Her younger 
brother), Mom, Dad It's a adventure game that takes the player on a role 
playing fantasy in different scenes? Motorcycle racing, skiing, surfing, 
jet-skiing, dancing, business girl, advice columnist, baby sitter, school 
paper editor? 


It could be a make your own video game, digitize pics of players faces on 
characters that are incorporated into different game play? 


I'm thinking we could do an branching type game with video, ala: Night 
Trap, with the adventure aspect of Total Distortion. 


This game or a game like this is important for this company now, 
not only from the stand point of expanding our market, the bottom line, but in 
order to know how to do it. Do we need a female producer? Yes, probably. Do 
we need more female producers in general? Yes, probably. Philosophically, this 
is as important to develop something like this, as it is to develop a low cost high 
end 3D type of game. If we don't start now, 1) we won't know how. 2) we'll 
probably lose the lead in this market as oppose to creating and leading it. 


Issues: 

There was a home game based on Barbie doll, I have no idea how that did. 
What is the target audience for the show? Age group, sex, demographics. 
Age of girls going into arcades now, fit the Clarissa profile? 

Is Clarissa too straight for majority of kids, Mass appeal? 

Probably a interactive home game first, arcade market??later 


Wayne 1748 
4/12/94 
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Game Idea: Space Battle 
Author: Steven Bennetts 
Hardware Platform: Low-end texture engine, eg Saturn or 3D0. 


Concept: Texture mapped 3D game with a Star Wars like feel. First person 
view. Keep the targets in front of the player. Gross navigation is handled 
by a ‘navigation computer’, fine control is handled by the player, giving a 
feeling of control without the player getting lost. By restricting the 
environment, it should be possible to create excellent texture images on 

a low end texture engine. 


Game outline: 

Earth is being attacked by aliens! A coalition of 7 species has united 
together to invade Earth. While the Earth defense units are vastly outnumbered, 
scientific experts have found a critical weakness in each of the alien 
battleships. If the main battleships are destroyed, the attack will fall 
apart and Earth will be saved. 

In order to execute this plan, Earth needs couragous pilots to penetrate 
the outer defenses, fly into each battleship, and destroy it. 


Game play: 
The game starts with a scene showing a squadron of fighters flying towards 
the enemy. It zooms in on one and goes to first person view. The enemy 
approaches and the game begins. The player must fire upon and destroy enemy 
ships, while dodging enemy fire. The target battleship will come into view and 
get closer. The ship will automatically steer towards an opening in the 
enemy battleship, but the Player must guide his ship through the opening into 
a corridor of sorts. He must then negotiate a passage, avoiding fire from 
defense mechanisims and destroying energy fields which block his path. The 
passage will twist and turn some, the difficulty increasing with each level. 
Eventually the passage will open into some sort of chamber with an obvious 
energy source. The player must hit the target setting of an explosion. The 
explosion will push the player towards another opening which he must negotiate 
quickly in order to be thrown clear of the explosion (picture the Death Star 
destruction scene in Return of the Jedi). 


ROBERT B ROWE 
GAME PROPOSAL 
3/31/94 


YEAR 2000, NEW YORK. 
ALIENS COME DOWN TO EARTH FOR BIG BARBA-Q. THEY LOVE i 
TOASTY NUKED HUMAN FLESH. THE ALIENS NUCLEAR TECHNOLOGY 
CAUSES A SLOW MUTATION WHICH IS ENHANCED BY THE SUNS 
RAYS. ALL HUMANS GO UNDER-GROUND FOR SAFETY. THE NUCLEAR 
RAYS ARE PENETRATING THE EARTH'S SURFACE WHICH STARTS THE 
MUTATION PROCESS. HUMANS ARE BEING TURNED INTO ZOMBIE 
MUTANTS AND MIGRATING TOWARD ALIEN SHIPS FOR THE FEAST. 
ONCE A MUTATION STARTS IT IS IRREVERSIBLE, SO THEY MUST BE 
DESTROYED. 


YOUR OBJECTIVE IS TO START FROM BELOW THE EARTH'S 
SURFACE AND FIGHT YOUR WAY (KILLING MUTANTS) TO THE ALIEN 
SHIPS. YOU MUST KILL ALIENS, STOP NUCLEAR CONTAMINATION 
AND BRING VACCINE BACK TO HUMANS BELOW. 


THIS IS A 1ST/OVER THE SHOULDER VIEW WITH CHANGING 
CANNED PERSPECTIVE MOVES FOR TRANSITIONS FOR LEVEL/SECTOR 
CHANGE IN GAME. THE GAME IS ON CD-ROM AND WILL BE } 
CINEMATIC AS YOU ARE PULLED THROUGH A PATH WITH A FEW 
BRANCH POINTS. 3D WORLDS WILL BE CONSTRUCTED THEN RENDERED 
AND PUT ONTO DISK. CHARACTERS WILL BE STOP-MO AND 3D FOR 
2D. 


Storyline 
N.Y.C. : The Future 


Mutants and scum have taken over N.Y.C.(This is the future?). 

Cab drivers are now paid not on how far you drive but on how fast 
you get the passengers to their destination. Only the wealthy can 
afford to take taxis. Rival cab companies are in an all out war for 
passengers. If you find the fastest way they will tip you well. If you 
don't make it in the time given or if you pick up scum dressed like a 
rich person they will kill you. 


Game Play 


The game will be a 3-d texture mapped racing game through N.Y.C 
The players get to choose between 6 rival cab companies. Each 
company has different cabs with different weapon and performance 
attributes(missiles, shields, hover mode, etc.). 


The object is to pick up passengers and take them to their 
destinations the fastest. Rival cab companies and pedestrians will 
try to stop you(people looking for handouts, bums cleaning your 
windshield, crack attics, etc.). Your cab will have weapons and can 
fly for a limited time. 

Dash board will have a detailed map of N.Y.C. It can be magnified to 
Show side streets and shortcuts. It also gives indications of people 
looking for cabs, scum, and rival taxi cabs. 

Linking cabinets will allow the players to go head to head and 
compete for passengers. 

Race cabs in other major cities: (Chicago, L.A., Tokyo, etc.) 


I realize Sony had an interest in a N.Y.C indy racing game. I felt that 
racing cabs would make more sense and more people could relate to 
the insanity involved in driving a cab. 


Fud rn 4/4] 94 


KS 


Sau Praucisee Kush 
“” left my Lunch in San Prancisca” 


a 3D Texture-Mapped Driving Game 


An exhilarating driving experience so real that it will knock the socks off the 
players. It will suck the quarters — no, bills — out of those Japanese games and 
siphon them right into TWI’s pockets. 


You will experience driving up and down the hills of San Francisco with a realistic 
car model. The familiar sights and beautiful backgrounds will further enrich the 
experience. 

@ One course should be FAST. 

# Ten 2-minute segments. Each segment will have an obvious path and 
“shortcuts” for experienced drivers/reapeat play. 

@ Players who beat at least one drone get to play the next segment for free. All 
others pay to continue. 

® Will design gameplay so that it will work as LBE, High-end Coin-Op, 
Medium Coin-Op. 

@ Eight race cars, starting simultaneously — drones replace non-linked cars. 

@ Players coining up during a race will be given the choice of waiting until the 
next race or racing drones. 

@ Race course(s) will include hills and valleys, straight-aways and hairpins. 

@ Cars might be currently available (Corvette, Mustang, Porsche, etc.) or 
fantasy cars (rocket engine, super-aerodynamic, fins, etc.). 

@ Stick shift, accelerator, brake (non-ABS), clutch, force-feedback steering. 

From in-house brainstorming: 

@ Golden Gate Bridge, Coit Tower, TransAmerica Pyramid, Lombard St., 
hills, ocean, Fisherman’s Wharf, trolley, hippie vans, earthquakes, 
drawbridge, rounded tunnels, night, fog, rain, get on two wheels, parking 
garage, BART tunnel, sections of road missing, “under-the-semi”. 

@ Grit: flames, smoke, skidmarks, bodies 

@ Sponsors for cars and billboards 

@ Through alleys, stairwells, overpasses, cliffs 

* Goto places you are not supposed to go 

® City-wide car chase 

@ Cannonball Run or Smokey and the Bandit or Bullitt or James Bond 

@ Rear view 


Confidential Time Warner Interactive John Ray 4/14/94 


Other Ideas 


Game Proposal Adalbert Mlak 
Name: GAUNTLET 40,000 
Type: ACTION/ SHOOTER 


Description: In the beginning of the 41st millennium mankind has 
abandoned planet Earth and colonized the Galaxy. All alien races 
have been successfully subdued by the humans and mankind is the 
Supreme ruler. But not all is well; just recently huge space hulks 
have emerged out of the warp. The size of small planets, the alien 
made vessels pose an incredible threat to the human imperium. 

The player leads a squad of five space marines that have been 
teleported onto the space hulks. The marines wear power armor and 
are armed with various menacing weaponry raging from heavy 
machine guns, assault cannons, chain swords, plasma guns, grandees, 
to flame throwers. One of the marine is a psycher who uses ESP to 
fry the aliens minds. The marines have to progress through the 
narrow corridors and empty rooms of the space hulks to get to the 
generator at the end of each level and destroy it. 

The game is set up for five players to play simultaneously on a 
single cabinet, each player taking a differently armed marine into 
combat. If there are not enough player around, the computer 
intelligently plays the other marines, so there are always five 
marines causing total carnage. The game is played from the 
traditional Gauntlet birds-eye view. Al the graphics are rendered in 
3D (canned blits, not hardware textured polygons) giving the game a 
unique look. The basic game play is similar to the original Gauntlet, 
it is fast and furious. The player have to kill the aliens as they 
emerge from their hives. They have to pick up alien technology keys 
to open bulk heads to continue towards their goal. On their way they 
find larger battery cells to increase their armor and weapons. At the 
end of each level they have to fight the alien brood leader. 


Time Warner 


by Earl Vickers 
3/30/94 


You are the Time Warner: a person who goes back and forth in time, warning people of 
things that are about to happen. 


While you weren’t looking, Time Assassins came to Earth and changed the past, 
screwing up our history. Their ultimate goal is to kill Time—to disrupt the fabric of the 
universe and destroy Time itself, causing everything to happen at once. 


Your goal is to save Time, by beating the Time Assassins to the Tiny Time Capsules they 
are collecting. With the help of an experimental time-travel wristwatch, you will journey 
into the past and future to prevent the Time Assassins from rewriting history. 


For example, the Time Assassins recently went back to 1963, assumed the identity of Lee 
Harvey Oswald and assassinated President Kennedy. But if you successfully follow them 
back to ‘63 and warn the President, he will ride through Dealy Plaza, snickering as bullets 
bounce harmlessly off his bulletproof limo—which, as we know, is what actually 
occurred. 


The Time Assassins have financed their operation in part by wagering on the outcome of 

the vote about the Young Elvis / Fat Old Elvis stamp—a stamp that should not even exist, 
since Elvis is still alive. But the Time Assassins recently went back in time and gave him 

a lethal overdose. You have to get there first and warn the King. 


Similarly, you can singlehandly prevent the Hindenberg disaster, the sinking of the 
Titanic, the attack on Pearl Harbor, the bashing of Nancy Kerrigan’s knee, and other 
disasters that never actually happened. Also, you can go into the future and prevent 
disasters that haven’t happened yet, and never will. 


This game will be in CD-Rom format for IBM PCs. Your character will be overlaid onto 
various still-frame and motion video backgrounds (as in King’s Quest, Monkey Island, 
etc.). Many scenes will be taken from existing news and documentary footage, altered as 
necessary. Other scenes will be reshot in a similar style. 


Totally fictitious scenes can be taken from bad ‘50’s sci-fi movies, spy movies, martial 
arts movies, etc., with the audio redubbed to have no relation to the original film (a la 
What's Up Tiger Lily?, Zelig, or Mystery Science Theatre 3000). 


The plot will be little more than an excuse for lots of silly jokes (as in Airplane, Naked 
Gun, etc.) (We’ll need to hire one or more comedy writers to come up with gags.) 


The game play will be like that of an adventure game. You will jump around in time, 
collecting objects, solving puzzles and figuring out how to outsmart the Time Assassins. 
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Dream Time 
A Whole New Game 


This is a two player competitive adventure/detective/puzzle/noir/German 
expressionist thing. 


There is a character that the players morph constantly, so although there is 
only one character that the player is, that character can be several characters in 
reailty. But whose reality? ooow, that's when the fun begins. 


Plot... There is a problem in the big city. 

There people you need to get to and there are people that want you, well, 
gone. You have the "shift" power. It's a technology that you've purchased, a 
cereal offer of some sort. You learn to control your shifting eventually, but 
the power at first is a little embarrassing. You turn into a jackass at your 
favorite watering hole. Shit you can't go back there now. What the hell, one 
watering hole is like the next, right? Music? the Clash "Should I Stay Or 
Should I Go?" 

Piss ants, that's right piss ants. 

You try to get more information but the cereal company never existed. 

You have a choice of the "shift", a special move like this and you're that, a 
special move like that and you "shift" into this. The only problem is you 
have to be this or that, to past/solve through the great land. You are a 
screaming muff mouth. Your code name, Harmonica and some babe you 
meet along the way to drink your past boring miserable life away. 

Piss ants. There are several characters that are being sought by the man and 
other characters that they don't care about. You don't know who is being 
sought. You've made snap judgment calls based on knowledge that you have 
gathered thus far. 


Film Noir.....Game Noir that's the ticket. You can explore things in detail 
from a high res scan device. 
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Movies for reference: 
Brazil 
Blade Runner~ 
Free Jack 
Until The End Of The World 
Alphaville 
Naked Lunch 
Total Recall 


You are a Shape Shifter that gathers information to solve a puzzle in order 
that you can be freed. The Prisoner. There is one other Shape Shifter, the 
other player. That's the deceit you have to contend with, the pain, the sorrow. 
You find yourself in bars a lot, peanuts and shots of scotch. You think there 
might be another Shifter, but you aren't sure. The other Shifter could be in a 
"normal" state, i.e. not in a Shifted state and you still aren't sure. Two can 
play this game, that's right, cars explode and the ooze drips from keyboards. 
You place your voice activated recorder by your bed, you play it back after your 
restful sleep. You hear a dialog of your best friend and your "girl", you don't 
give it much thought, you need a breakfast drink to start the day. The action is 
fast, like TV, like basketball, like butter, like think and act dude. Can you 
handle it, bird brain? Fuck yeah, who in the hell would not want to? You 
have another one, as an explosion in the distance destroys another car. 

Damn it's good to be alive. 


Wayne 1748 
3/29/94 
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Batman, Robin and_ Batgirl 


(tv version, 60's style) 


Players choose between Batman, Robin or Batgirl from the 1960's campy tv 
version of the these super heroes. Each character will have a special kick, 
punch or ability that will make them special. This game will stay true to the tv 
show by imitating certain camera angles, having characters climb up the side 
of buildings using a batrope and when a bad guy gets creamed : 


BAM! POW! WHAM! 


Players will have to face off against classic bad guys like the Joker, the 
Riddler, the Penguin, Mr. Freeze, King Tut and Cat women. Each major 
character will have corresponding henchmen that will do battle with 
player(s). 


The Batcave will give information on location and wrong doing of bad guys. 
Here they can also recharge bat mobile, repair wounds, and choose new 
weapons. Each character will have a utility belt that can hold batarangs, 
batflashlights, bat comlink, bat rope and bat bombs. 

Choose between the Batmobile, batboat, batchopper(2-seater) or batjet. 


Description of Good Guys 
Batman; Strongest fighting ability of the three good guys. He will 
have the strongest punch and the most potent kick of the three 
characters His jumping and climbing abilities will be average. One 
flaw is that he is slowest of all characters. 
Robin: Fastest and most agile of the Three characters. His best move 
will involve a flying back kick and a combination of lighting fast 
punches. He will be an excellent jumper and climber. He is the 
weakest of the characters and needs two or three punches to defeat a 
villain. 
Batgirl; Batgirl will be the most well balanced of all characters. Her * 
fighting abilities will include a tumbling front kick and her karate 


chops will be good enough to take out the baddest of villains. She 
will also have average climbing and jumping abilities. 


*All good guys will come equipped with a batarang and batrope. The player will have to 
figure out when other equipment will be needed and must return to the batcave to pick it 
up. The more objects that the character holds the slower their best ability will get. 


Descripii € Bad Guys: 


The Joker: The Joker will be the ultimate character to get to. His 
henchmen will be dressed as clowns and will have weapons such 

as flowers that shoot acid, juggling pins to throw at players, jack in the 
box with exploding jacks(you will have to find a bat shield to get 
important objects in box), lethal chattering teeth, and giant birthday 


cakes with henchmen inside. He will be found in the Gotham 
circus/carnival. 
The Penguin: The Penguin and his henchmen will be relatively 
easy to beat. His henchmen will be located along the Gotham docks 
and will consist of low life sailors who like to street brawl. They pick up 
what ever is available such as chairs, tables, crates and bottles to fight 
the player. The Penguin can use exploding toy penguins, umbrellas 
that shoot poisonous smoke, bullets, and fire. He can also use his 
umbrella to fly and escape. 
The Riddler: The Riddler will be dressed in his infamous green jump 
suit with the purple question mark on the front. He will appear 
periodically along the way and leave riddles and clues that will help the 
players at certain key points in the game. The Riddles and clues will 
become increasingly harder as the game progresses. The Riddler and 
his henchmen will be found in a fun house environment. The player 
will have to find their way out of a hall of mirrors filled with 
holographic images that can't be hurt, trap doors and swinging 
pendulums. 
Mr. Freeze: Players must use the batboat to find Mr. Freezes secret 
underground ice palace. His henchmen are dressed in parkas and 
attack with icicle swords, snow balls, freeze rays, and other assorted 
weapons. The player would have to watch out for falling icicles, thin 
ice, and avalanches. | 
King Tut: King Tut recides underneath the Gotham museum. His 
domain will look like an Egyptian temple with priceless artifacts and 
mummies caskets. The player would have to find hidden passages and 
decipher hieroglyphics using the batdecoder that they would have to 
bring along. His henchmen would be dressed like Egyptians and would 
use whips or trained falcons against the player. 

: Catwoman sometimes helps the player and other times she 
will hurt the player. She will have sharp claws and a whip. She will 
control all types of cats from alley cats to lions and pumas. 


T Final -“Canfrontatian: 


As each bad guy is defeated they are put into prison. When the player 

finally gets to the Joker and is about to beat him the Joker releases 
all of the boss villains from jail and you must fight them all at 
once. 


Overview 


* One, two or three players(simultaneous) action type game 

* The playfield will scroll side to side or up and down 

* The player controls will consist of an 8-position joystick(direction), 3 punch 
and 3 kick buttons 

*Combination of punch, kick, and joystick movement will create special moves 


C. Fred Milleruly 6, 1992 


3/28/94 
Jim Breshears 
Game: Gunship "94" 


The idea behind this game is a take off of the "Steel Talons" 
game with a different twist and effects. 


1. The aircraft is a helicopter with a 5@ cal. machine gun 
mounted in the door. This game is a two player with one player 
being the pilot and one player being the gunner. 


2. The pilot and the door gunner see different views as they are 
in different locations of the aircraft. 


3. The goal is to raid and eliminate drug lords in the cambodia 
area. 


4. Objects to destroy are machine gun nest, individuals on the 
ground, armored vehicles, and the marijuana and cocaine fields. 


5. If£ you wish to play only one player then you may choose to 
have auto pilot fly the aircraft. 


This would be a two seat high cost game. 


Game: Blood thirst "94" 


This game is a shoot-em-up game with a different twist. The 
weapon of use is a 12 gauge shot gun with 8 rounds. You may 
reload the weapon but it cost time and leaves the player ina 
open high risk situation. 


1. Shot gun blast will blow off arms, legs, heads, etc.... 


2. Due to the spread of the blast, crowd shots can’t be taken so 
you must chose your shots carefully. 


3. This game is futuristic where as you have a transport button 
that moves you from one location to another. The problem is that 
you don’t know what location you will materialize in. 


4. You have different kinds of loads you can put in the gun such 
as grenades, fire bombs, etc.... Once again this takes time and 
makes you a high risk target. 


5. All views of the monitor are as first hand as if the monitor 
is your eyes. When you raise your weapon it is viewed as looking 
down the barrel. 


6. You may customize your loads during the beginning and some 
period during the play of the game. 


This would be a family cabinet, low cost game. 
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Strike Force Zero Submitted by DDD 


Overview: A war-themed, explosive sci-fi side-scrolling coin-op/consumer action 
game using stop-motion human and alien characters. 


Summary: The year is 2095, and the evil Dragonian empire has invaded Earth 
and captured most of the population in order to quench their intense thirst for 
raw bioplasma! Your team, the elite international Strike Force Zero, has lost 
contact with Earth Central Control, and has just returned from a year-long deep 
space mission. The Earth is nearly obliterated. You have learned from 
captured Dragonians that there is one dropship yet to take off, the crew of which 
is still rounding up the remaining human population. Your goal is to ensure the 
survival of the human species by rescuing alive 200 humans, enough to ensure 
the biogenetic survival of the species. 


Description: The Dragonians are humanoid creatures with skin color that varies 
according to their rank--from a sickly yellow at the lower ranks to blood red at 
the upper ranks, according to how much plasma they are allowed to feed on. 
Since plasma is scarce on their world, they have evolved to minimize their soft 
tissue exposure, and posses a bony-like exoskeleton that covers their flesh like 
a ribcage protects our lungs. Likewise, they have evolved various wickedly 
sharp spikes in their shoulders, elbows, fingers, etc. that can penetrate tough 
steel. The Dragonians have big, bulging eyes that go with their craggy, bony, 
look. They use plasma rendering lasers for weapons. 


The game consists of eight levels, where different numbers of prisoners can be 
rescued at each level (the higher the level, the greater number of prisoners 
released, leading to potentially higher scores at each level). Weapons and 
fighting will be balanced so that players will have to use a combination of both 
to get through the game. There are six characters from which to choose, 
highlighting the international and ethnic diversity of the group: 


Strike Force Commander Selina Grail 
She uses a small laser machine pistol and quick stealthy karate 
movements to disarm enemies. Extremely fast. 
Lieutenant Dmitri Stolichnaya, logistics 
This Russian lost an eye which has been replaced with a 
cybernetic laser reflex link. Understands Dragonian fighting 
tactics and can devise optimum defense strategies to counter. 
Captain Adrian Ames, Green Beret and heavy weapons expert 
Born in South Central L.A., he survived the gang wars of 2076 , 
based on his broad knowledge of heavy weapons. Uses Judo for 
close quarter combat. Prefers traditional M-60 MG to more 
modern laser weapons due to the destructive power. 
Captain Israel Ben-Albeck, intelligence expert 
Little is known about this enigmatic Israeli except for his ability 
to get the job done, no questions asked. Merciless. Master of 
all NATO small arms. Prefers Israeli-made Uzi 2100 laser rifle. 
Sergeant “Blitz Krieg, explosives expert 


me age 
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This German has intimate knowledge of most explosives. Instead 
of hand-to-hand combat, he prefers to use shaped charges 
delivered at close range to eliminate opponents. As a result, he is 
deadly when he can get in close. 

Sergeant Shinto Korakazi, stealth expert 
This Japanese-American had ninja training, and prefers bladed 
weapons because of their silence. His defensive maneuvers often 
get him our of tight situations. 


Each of these characters has different weapons and a different fighting ability, 
including different long and short-range fighting tactics, speeds, and defensive 
abilities. 


Both the human characters and the Dragonians will be stop motion puppets in 
order to give a fluid, larger than life look to the animation. | foresee twelve to 
fifteen puppets total including bosses, with color variations to add to the depth of 
play. Each puppet will require approximately one-third to one-half the 
animation needed for Primal Rage 


The eight levels include (in sequence) a scarred and barren farmland, a swamp 
wave, a small town, a graveyard wave, a highway chase on the way to the city, 
a city street wave, a sewer maze, and finally the dropship wave. 


Some waves, like the graveyard, swamp, and sewer waves, will be populated 
by offbeat monsters the Dragonians have animated (i.e. skeletons or swamp 
monsters). We already have a skeleton armature, and it looks great when 
animated. 


The basic level by level play would consist of jumping over obstacles, dodging 
powerful explosions, and blasting away the bad guys. In general, trying to 
survive and cut your way through to the end of the level. Along the way there 
are lots of powerups and prisoners to be liberated (each of the six characters 
has different powerups they can use). 


i When players fail to liberate a prisoner of die before the level is completed, they 
are treated to an extreme close-up of themselves or prisoners having the 

bioplasma sucked out of them by a Dragonian. This would be a picture of the 
character withering into a prune while the mosquito-like Dragonian grows a 
deeper shade of red and grows larger and more powerful from the fresh 
bioplasma. The Dragonian will then elevate to the next level of power, 
becoming a miniboss or boss according to the level, and must be dealt with 
accordingly. There will be a strong emphasis on freeing the characters, making 
this much more of a strategic game than most side scrollers. 


Finally, players will make their to the Dragonian Dropship, where they will have 
an all-out battle on their hands making their way through the cryo-tube 
containment chambers (where the prisoners are kept) all the way to the helm of 
the ship, where the fearsome Dragonian Overlord is waiting. Outtasight stop 
motion action! 


JAWS OF HELL 


Ron Seawright 


This is the ultimate escape game. It should conjure up memories of the 
scariest and most evil of all dark rides you have ever experienced along with 
your worst nightmares and every bad idea Roger Corman put on film. The basic 
"look" is that of "Tales from the Crypt" and the sort of graveyard comics that our 
know-nothing parents fought against in the 1960's. - Remember? 


The game takes off in the attract mode where through a series of cinematic 
cuts and special effects you the player are sucked through a crack in the earth's 
crust and down into - yes - you guessed it - the bowels of hell! 


game play 


Once inside, of course, all hell breaks loose (what else?). 
Your goal is survival and it is you pitted against all the forces of darkness that 
can evil can spawn. You run, climb and crawl through a mind-boggling 
labyrinth of caves and tunnels while being attacked at every turn by demons, 
orcs, ghouls, and zombies. They claw - they bite - they hurl their slimey 
intestines at you - they take the skull from their body and throw that at you - 
they scoop the rotting flesh from their bones and hurl that too. And just like in 
a dark ride they keep popping out from wherever you least expect them. What 
do these guys look like? - Guys dressed up in zombie suits? - NOT! 
These guys are fully armatured stop motion puppets augmented by using series 
replacement techniques (ala "Nightmare before Xmas") and 3-D effects 
animation. With stop motion we can have our demons perform impossible 
actions - if dismembered we want to an open rib cage with meat hanging from 
the bones and limbs that break away and skulls that fall off and roll on the 
ground. Guys in scary suits can't do these tricks. 


This is a point of view game in which you are constantly moving foreward 
as in "Vortex". Your hands and forearms are extended into the screen 
foreground and controlled by a joystick. They reach out, grasp, and fire weapons 
at your demonic assailants - your see all hand and weapons actions as you would 
in real life from a point of view perspective. Those of you who have in the past 
combated demons in the bowels of hell will quickly relate to this experience. 
But, you ask, what are these weapons capable of subdoing the minions of hell? 
Well, you have to fight fire with fire - and we are in hell after all - so naturally 
we use flamethrowers to fry the suckers! Actually there will be a selection of 
fire-related weaponry to choose from ranging from mini-napalm bombs to 
sheets of fire that you hurl like a gladiator's net. These weapons are hidden in 
the cave walls and outcroppings - you must first discover them and then grab 
and fire using the joystick to control your actions. A second joystick will be used 
to move foreward through the funhouse maze of cave tunnels. Because you 
don't know your way this becomes both a shooting game and a kind of puzzle 
game since you must find your way through the labyrinth to survive. 


The game climax comes upon reaching the innermost chamber of hell 
where, of course, you will encounter the most hellish of all demons - the dread 
Lord of Darkness himself. This guy redefines the meaning of evil and in the 
gameplay becomes the boss villain. As a player you can fully expect to die right 
here - he has all the forces of hell at his command and you have this lousy 
flamethrower - but wait! - you still have your secret weapon which you have 
cleverly held in reserve all this time. With it's power and your player skill you 
still have a chance to bag the beast triggering a cataclysmic big bang style 
explosion which utterly destroys hell and blasts you safely to earth's surface!! 
And what is this miracle weapon you ask? 


To find out - send me to Brainstorm. 


Thanks, 
Ron 


PAMNPASY ADYEMPURE 


PROPOSAL BY TOM SMITH 
March 24, 1994 


OVERVIEW : Explorer prepares to enter one of multiple 
entrances into an abandoned mine. He goes into a tunnel and after 
a short walk into the darkness he suddenly falls down a vertical 
mine shaft into an old ore car. 


The ore car starts to roll down the ever steepening damp shaft 
gaining speed until it comes to an abrupt halt at the end of the 
shaft. The explorer looks around and is immediately confronted by 
the MUD MONSTERS (Like in the Flash Gordon Series "Ming The 
Merciless"). He sees their menacing glowing red eyes as they 
clumsily come forward to attack him. Using his cunning and 
limited fighting skills, he fends them off trying escape with his 
life. 


He is quicker than they are and after debilitating a number of 
the attackers, he is able to see a soft light emanating from a 
tunnel in the distance. He fights his way to the glowing light 
and escapes the MUD MONSTERS. As he runs into the light he feels 
a powerful energy filling his body as he magically turns into a 
Warrior of the underworld. 


The light grows more intense until he is surrounded in an immense 
cavern of glowing shimmering crystals. He realizes that the 
crystals are the source of his new powers. As he starts to gather 
up some of the crystals he is confronted by the MIDDLE EARTH 
GNOMES and other creatures. Knowing he must fight them off he 
looks for a weapon but there are only crystals. He spots a tall 
crystal shaft and breaks it off. It immediately turns into a 
magic "CRYSTAL SWORD" shining bright and surging with power. 


As he fights his way closer to the opposite edge of the crystal 
cavern he spies two new tunnels, one glowing bright red the other 
a bright green. In front of each tunnel is a flat pulsating 
crystal platform which matches the glowing colors of the tunnel. 


He fights the gnomes and middle earth creatures gaining strength 
with each destroyed gnome. Nearing the tunnel entrances a Grand 
Sorcerer appears. He explains to the explorer that the only way 
to return to the surface is to find and enter the CRYSTALLINE 
CITY OF GIA at the center of the earth. With renewed energy and 
hope he fights his way to the pulsating crystal platform. He 
steps on the red crystal platform he is immediately transported 
through the tunnel to another immense cavern filled with a 
boiling molten lava lake. 
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He is able to gather sufficient power from the Crystal Cavern to 
ward off the searing heat of the lava. The crystal platform 
floats over the top of molten lava. He is suddenly attacked by 
IMMENSE LAVA MONSTERS living in the lake. His crystal sword is of 
little use until he mates it up with a mysterious piece of 
crystal given to him by the Grand Sorcerer. This turns the sword 
into a weapon which he fires beams of cold blue energy that can 
immobilize and destroy the LAVA MONSTERS. 


Fighting his way across the lava lake he hears'a deafening roar 
of a lava fall. Nearing the lava fall he is challenged by the 
LAVA KING and a battle of epic scale ensues until the explorer 
defeats the LAVA KING. 


The Grand Sorcerer appears once again to enhance the power of the 
explorer's sword so that he can defeat the evil forces that 
defend the CRYSTALLINE CITY OF GIA for their own purposes. 


He falls with the lava fall on his crystal platform and is 
magically thrusted into the core of the earth. It is a smooth 
sphere of immense size and he is inside floating toward the 
CRYSTALLINE CITY OF GIA. The city is defended by warriors to 
protect the LIFE FORCE of the planet for their evil conquests. 


The explorer, using his crystal platform and crystal sword fights 
his way, overcoming incredible odds, into the center of the city. 
Near the sanctum of power he fights the last battle with the 
source of the evil. He is then able to rescue the KEEPER OF THE 
FORCE and restore the good that was before. He is shown the room 
that contains a concentrated form of energy that shoots up 
through the earth to the surface. The explorer returns from a 
fantasy of magic and mythical challenges. 


PLATFORMS = This game could be developed as a simple Family 
Cabinet game using fighting buttons and flight joysticks. The 
game is a combination of fighting, driving, and shooting. It 
could be further expanded to become an exciting interactive game 
using the Six Axis platform (much like the Disney "STAR TOURS"). 


GAME IDEA #2 PSYCHEDELIC SOUNDS 


This would be a shooting laser game. One would aim at different 
moving dots of different size moving in up/down or side to side 
motion, everytime you hit one, you get psychedelic sounds such as 
"Twaaaaang" etc. and moving baby dots, these dots (or rings) 
multiply into bigger rings with smaller rings inside the bigger ones, 
becoming a bull's eye, if you hit the middle of any of the bull's eye, 
you'll get moving fragments which quickly fall from the screen, at 
this point you have to be fast with the gun to see how many you can 
blast away before they fall off the screen, you can advance into all 
kinds of moving targets, such as balls of fire, etc. This game would 
be a totally target practice type of game with multiplying scores and 
for the sheer fun of hitting the target. Shooting fast paced and timed. 


Mary P. 


My idea for a game is called War Games or Choose Your Weapon. 


Each scenario is different. You can pick from an array of characters 
such as a military person "GI Joe" type, wearing jungle fatigues and 
use a rifle in a jungle type area , you can also use the paint ball 
effect that splatters when it hits an obstable, you can choose your 
weapon, swords for a combo of swatchbuckling fighting, using 
acrobatic moves, backwards flips, jumping on top of rocks, boulders, 
etc., or a hooded individual hiding behind cars, running thru a 
building, or you can choose whips with a variety of moves etc. 
similar to Indiana Jones. Each scenario would have a series of 
moving obstacles (like a moving grafitti wall, or a passing bus, or 
subway, or mountain, etc. )which would make it virtually impossible 
to hack anybody, but it would make it a challenge to try and do so. 
To win you must get thru each obstacle course, this scores points, you 
are the hunted, and suddenly, there is no place to run. 


Mary P. 


Puppet Fighter 
3/26/94 - G. Stark 


Fighting games are the most lucrative category of game in the 
market. Atari needs to dominate this market. But me-to games are 
not the answer. We need something absolutely new and unique, 
something which offers a quantum leap over our competitors. | 
recommend Puppet Fighting... 


| would like to leapfrog current fighting game technologies, 
specifically in regards to the player's controls. | propose that the 
classic one-joystick, multi-button configuration be replaced by a 
small box below the cabinet. The player would insert his hand into 
this box and control his character in a similar way to how a puppet 
is controlled. Fingers would represent the extremities, the 
wrist/palm area the body. In this box would be an array of infrared 
sensors OR digital capture system OR (fill-in-the-blank-technology) 
that can interpret the player's hand motions. This approach would 
provide infinitely more subtle and intricate input than digital 
buttons, supporting an unlimited variety of fighting techniques for 
the players. Furthermore, the output (screen graphics) would need to 
be equally flexible. | would recommend 3D generated characters 
(like Virtua Fighter, only med-res texture-mapped). 

In conclusion, the research effort to accurately interpret a 
player's hand motions would be substantial, but well worth it. We 
could patent the concept to maintain our edge over the competition. 
Atari needs something to capture the vast fighting game market - | 
recommend puppet fighter. 


Soaring Defiants 


Basic Concept: 


Becoming a flying character in a Fantasy 3-D environment, a player attempts to attack opponents or 
frustrate their attacks on the player's allies, using an array of weapons and powers. Once a player has 
selected a character, the screen will briefly describe the mission and opponent. On opening, the game 
would provide cues and targeting data which the player would use to locate and reach the opponent, then 
engage in a fierce one-to-one combat. Points for speed, for killing opponent, for destroying opponent's 
protected targets, and for protecting valuable targets from opponent's attacks. 


Target Audience: 


10 years & up; This is intended to appeal both to fans of fighting games and flight simulators. It would 
greatly simplify the technical complexities of a flight simulator by guiding the player’s movement 
through 3-D space, so the emphasis would be more on the action of pursuit and combat. Lots of hurtling 
about, pyrotechnics and fight action between characters. 


Characters & Environments: 


Player chooses to be one of several flying characters, evil or good. Each has certain flight capabilities 
and weapons, and an attitude. Cloaking, size changing, laser eyes, cloning, d-jumping, etc. Urban scenes, 
Shopping Mall, Military Base, public beach, school campus, hospital, cemetery, or a combat arena in 
another plane of reality, superimposed on our own. A military base of our reality might become a 
battlecamp with flying half-machine-half-beasts, stone keeps floating in mid-air, and lakes of fire. 


Game Play: 


At the initiation of the battle, the player is given a laconic brief of the situation, illustrated by 

several screens of cycling animation: “Your enemy Lapithos has never forgiven you for your skills, looks, 
and charm. He plots to destroy your children, herds, harem. Even now his foul form hurls itself toward 
them. Guard them by stern defense or fierce attack. He draws his power from a hidden magic gem. destroy 
him by finding and shattering his crystal. Caution: this leaves your own treasures at risk.” As the briefing 
ends, the player sees a new screen with a panoramic view of the universe within which the combat is set. 
The view is from the POV of the selected persona, i.e., through its eyes. It includes an omniscient crystal 
seeing stone that would show a schematic view of the battle arena with glowing color-coded gems 
representing player’s position and the opponent, and the treasures of each, to be attacked or defended. 
From this seeing stone, the player picks close-up views of the various dots. While the close-up view fills 
the screen, the seeing-stone and any weapons or other powers are not available. 


Three Travel modes: (1) Special Move: Instantaneous. Designate a target, and a special move d-jumps 
you instantly to the vicinity of the selected target. Disadvantage: Player is momentarily disoriented and 
vulnerable to attack. (2) slow speed: Designate a target, then maneuver toward it by steering with 
joystick. Advantage: All weapons & powers fully enabled during slow travel, and enemy visible both on 
accessory screen, and as an icon in main view. Weapons may be hurled during slow travel with greatest 
accuracy. Disadvantages: This gives opponent more time to do evil to you or to your treasures; also, your 
weapons travel at a slow enough rate that they may not reach targets in time to help you. (3) Medium 
mode: You hurtle toward your designated target at high speed, but crystal view is disabled temporarily. 
You can still see an icon for your targets, and your weapons travel fast, but their accuracy is diminished. 
Your aim must be much more precise. Once opponents are close, they attack and strike each other mainly 
with hurled weapons and maneuvering, not so much hand to hand grappling. 


Two players at a single cabinet would generally go immediately to air combat, where they would be 
close enough for visual aiming at all times. The display would switch to split screen with each player 
having an accessory magic crystal radar to locate the opposing player (although they could each see the 
other’s portion of the screen. But of course that would be cheating!) 
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Closing with your Enemy 
If you decide to attack your enemy, the instantaneous or fast mode will quickly place you in head to 
head engagement. (Enemy may evade slow mode by out-maneuvering you.) In Head to Head, you see each 
other at close range, hurling weapons and blows at each other. On screen, the crystal seeing-screen 
disappears, leaving only a prompt that it may be returned by a button combination. You and your opponent 
are seen now as 3-D figures struggling in the air. Injuries would progressively weaken the struck player, 
making its weapons or attacks less is destroyed, hacked to blood-spraying parts (like the black knight in 


Monty Python and the Holy Grail), or sent hurtling to ground trailing flame and smoke. Extra points for 
Decapitation, or for grabbing opponent’s shield or weapon. 


Technical approach: 

The characters would be 3-D models, but with a limited number of choreographed actions—poses, 
motions, gestures, a few extreme close-ups of facial expressions—to be animated from analysis of 
videotaped performances of actors/athletes. The environments would be 3-D/2-D constructs using a 
combination of approaches similar to MEK and VORTEX, in that the 3-D data would be used to 
appropriately position and size 2-D objects, but with a few actual 3-D polygonal objects with graphics 
mapped onto them (Buildings, castles, gateways, trees, mountains, waterfalls, etc.). 


Note: I’m thinking that a mid-air combat would simplify the number of poses and gestures that would 
have to be treated. The characters might be actual puppets to be videotaped then processed and enhanced. 
Or they might be 3-D data sets to be manipulated real time by the game hardware/software. This latter 
choice seems to limit the complexity of rendering and detail. A treatment like that of Virtua Fighter 
seems too ambitious and expensive. If the players’ moves are less complex, it might allow for similar 
rendering quality of a smaller number of images. 

The Cabinet 

Cabinet requirements could be completely conventional, requiring no special modifications of the 
assembly line unless multi-station units are found to be marketable. Still, it should be possible to network 
standalone stations. Basic configuration would be a large video monitor at eye-level, with two sets of 
controls on a panel approximately one meter above floor level, mounted between two flat parallel side 
panels, allowing conventional handling in manufature without special arrangements. 

Each station would have two sets of controls for two players to play head-to-head. Each set of controls 
would have a joystick with at least two buttons, and a separate set of multi-functional buttons. The 
controls would be mounted on revolving plates to accomodate left and right handed players. The Joystick 
and its buttons would be used to steer the character through 3-space, to designate targets during flight and 
combat, and acquire 

Joystick / buttons— functions per mode 
Magic Crystal- Designate /select/toggle among targets or objects 
Closeup View- ditto 
Flight & Combat- Steer in 3-D space, launch weapons 
Multi-Key Array- functions per mode 
Magic Crystal- Get info; special moves: D-Jump, long distance spells, etc. 
Closeup View-special moves: D-Jump, long distance spells, etc. 
Flight & Combat- Select/Arm Weapons, Powers, Spells, special moves, 


Atari Continuity 
Submitted by: Philip Swett 


There are two basic and fundamental changes in policy that Atari (I guess 
TWI now), needs to consider when looking forward, in trying to attain the 
new company Vision. Both of these policy changes revolve around 
continuity. The area of concern is the team, and keeping a sense of continuity 
in work (always having a project to work on), and personnel (keeping the 
teams together), from one project to another. 


Continuity in work means that when a project is completed, the team has 
already initiated and is ready to start on a new project. In the system that 
exists today months are wastes, productivity goes down, and teams get split 
up. Iam proposing that it be the game designers’, and producers’ job to 
initiate a new game concept prior to the completion of their current project. 
With this system it is entirely possible that a well oiled team can knock off 
one game a year. 


My second area of concern is the continuity of the team. It takes at least 6 
month of hard work for a team to set itself up and learn about each other and 
their jobs. That's a big chunk of time when your talking about a 1 game per 
year turnaround. It isn't until these 6 months are up that programmers 
animators, game designer and the producer are fully up to speed, and 
comfortable working together. My suggestion is that to keep these teams 
together. 


I firmly believe that this concept of continuity is one of the keys to success for 
the New Atari (TWI). We can rule the world, we can rule the world, yes 
Brothers and Sisters, we.... can... rule... the....whole ...damn ...world!!! This 
whole idea is especially true if the team put together a successful game. If 
they didn't, fire the whole lot of'em! 


ATARI COMPANY CONFIDENTIAL 1994 
Submitted by: Philip Swett 


10,000 FATHOMS 


In the middle of the 22nd century an alien amphibious race called the 
Angulinians invaded the oceans of earth. Their home planet was running 
out of water and food and they planned on draining the worlds oceans and 
taking every ounce of organic life back to their home planet and leaving Earth 
a total wasteland. The Angulinians set up attack centers in 10 locations, The 
Great Barrier reef, under the polar ice caps, below the Hawaiian Islands, in the 
Marianas Trench, the ancient city of Atlantis, the Mid Atlantic Ridge, plus a 
few others. 


Humans had managed to infiltrate some of the Angulinians defense systems 
with the use of dolphins. By this point in time humans had learned how to 
communicate with dolphins, and were using the dolphins to spy on and 
learn about their enemy. The navies of the United Nations had learned from 
the dolphins that the Angulinians did have weaknesses, and could be 
destroyed, but they could only be approached by a single attack forces. Only 
one lightning fast, and highly armed, submarine could infiltrate the 
Angulinians defenses. 


In this game the players goal is to destroy all 10 enemy attack centers and save 
the Earth. The waves correspond to each of the 10 centers, and feature unique 
challenges and geographic obstacles along the way. The mini-super sub must 
pick it's way through several waves of defenses, each of which get more and 
more difficult to destroy. The player fires at the approaching enemy and picks 
up weapons and shields whenever possible. At the end of each wave, the 
player destroys the attack center and moves on to the next wave. 


At the end of the game the player will need to destroy the Angulinians 
mother command center located in lake Victoria in Africa. The player must 
fight his way to the ship, enter it and destroy all of the Angulinians 
communications equipment, and escape before the ship explodes. The game 
ends when the player has destroyed the Angulinian command center and 
saved the earth from alien consumption. 


This game should be developed on a 3D capable system. The player fly's 
through space from front to back, or away from the screen. The 
environments should be textured, each with a unique look that relates to the 
geographic location. For example, in the Mid Atlantic Ridge, the sub passes 
under water fields of molten lava, in the Atlantis wave the environment is 
in the submerged ruins of an ancient city, in the Marianas Trench wave, the 
sub must navigate through deep, dark, narrow valleys with strange looking 
fish. 
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4 Player Bask: ] 


4 player basketball redemption game. 
Gameplay will involve 1-4 players shooting ping pong ball sized 
basketballs at minature basketball nets. Players use a pinball type 
plunger to fire the balls at opposing nets. 
There will be a plethora of balls to shoot. The player will always be 
shooting. 
There could be many types of different game play involved. 
-Elimination 
-Most out of 10 
-Moving baskets 
-Shoot at lit basket 
-etc., etc., etc. 


Led monitor keeps track of score and can play short animations and 
advertisements. 


4 Player Pinball 


4 player Pinball game. 
Gameplay will involve 1-4 players playing pinball. 


Players try to eliminate each other. Each person starts out by 
shooting balls into center. Players must protect themselves by not 
letting the ball go down the toilet(hole). 
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The game proposal by Senthil Vinayagam 
Name : CLIMAX 


Theme:This is like a movie climax.Two characters try to 
reach a target with a ‘fortune/gold ’.They drive 
sophisticated cars and also they have to fight a minimum 
time while their cars being refuelled at the same place.The 
player may kill the oppponent and reach the place of fortune 
or race till the end to get it-whoever reaches first gets 
it.No shooting from the cars while driving. 


Characters:1)Light and fast with driving skills.2)Heavy and 
slow with moderate driving skills.3)Moderate in both.4)Super 
speedy and almost no fighting skill etc. 


Play field:1)Mountains 2)Jungle 3)NewYork city4)Farmland. 


The special mechanism to drive and as well to fight: 

It has two pads as shown in the figure.When driving is 
on,the pads become rigid and can be used to drive the 
car.While fighting is on ,one of the pads gets unlocked and 
work exactly like a joystick.Since there are two pads,player 
can choose left / right hander at the start of the 
game.There are buttons for kick/punch,defense etc. on the 
both the pads for fighting. 
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What’s for Lunch? 
Brad Fuller 


1994 Brainstorming game proposal 


Goal: Be the last one alive. 


Synopsis: What’s for Lunch is a networked-based germ warfare game. Each player must 
eat food to stay alive. If a player runs out of food the player will eventually die. Ifa 
player consumes food that contains lethal amounts of germs, the player will die. Germs 
consist of different levels of toxicity. 


Food can be purchased at any grocery store on the network (players may host a grocery 
Store as well). Food can also be constructed by purchasing basic ingredients. Players 
may also produce food and sell the food for profit. 


Players may also produce germs to hide within food to be consumed. Germs can be 
grown, purchased, or constructed from other germs. However, germ purchasing is 
against the law and germ stores are only found underground. 


It is also possible for players to create viruses that they can release out to the network. 
Virus’ types vary. Some can attach themselves to food. Others my do harm in other 
ways. 


Technical: The game can exist on any computer platform. There is no central server. 
This is a peer-to-peer system. It’s possible that this could exist on private LANs as well 
as the Internet. 
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Grind Biker 


Game design brainstorm by Matthew Ford ° 3/31/94 


Scenario 


Time: The not-so-distant future. 

Place: Freestate— a violent, anarchic urban mess surrounded by blighted wastelands 
and high-walled suburbs. €entralized government is choking out its dying breath. 
Capitalism and brute force make the rules. Cf. Snow Crash or most other Cyberpunk 
scenarios. 

You: You are a Grind Biker, one of the few ways to quickly get non-virtual materials 
from point A to point B. You’re paid well for what you do, if you make the delivery on 
time. With your hacked Z-Bike (top speed 270 MPH) and lasher gun, you’re smart, fast, 
tough, and streetwise. Nobody bosses you, but nobody cares either if you blow it. 
There are plenty of Grind Bikers who would gladly take over your job. 

Objective: In each wave, you have to make a delivery as fast as possible. If you take too 
long, whoever contracted you will send another Grind Biker to jump you and take 
your delivery. 

Means: Maneuver your bike through clogged city streets, rip your way down the 
bandit-infested highways, or storm the cushy suburbs. Swerve to avoid obstacles that 
can crash you and slow you down. Stay fast but in control. When anything or anyone 
gets in your way, shoot it. Learn shortcuts, grab hidden supplies, and learn to head off 
trouble before it happens. 

After a fast delivery, you get cash. Shop the black market for enhancements that will 
help you— a better hand weapon, body armor, bike upgrades, bike-mounted weapons, 
and neural implants to enhance your eyesight or understand foreign languages. 
Obstacles: Freestate is a constant disaster. Bandits cruise for Grind Bikers, hoping to 
jack your stuff. Zombified freaks will attack anything that breathes. Suvivalist clans 
shoot first and ask questions later. CorpCops, the forceful arm of capitalism, ruthlessly 
protect their company’s financial interests— such as that stolen CPU you’re carrying. 
And some people just get in the way. The streets are always treacherous. You've got to 
know when to swerve and when to brake, when to take a few shots at a slow car in the 
fast lane and when to outrun someone really mean. Stop them before they stop you! 
Progression: You start off as a lowly sushi runner, delivering highly perishable 
delicacies from the Banzai Sushi to customers in the rundown part of the City, avoiding 
the zombified freaks. You work your way up to more important and lucrative 
assignments: moving gambling contracts in the deep city (dealing with an ongoing 
mob war), running a freshly-donated brain from the deep city out to a private suburban 
hospital (watch out for those paranoid rich folks), taking a mysterious package from the 
suburb through the wastelands at high speed to the Freestate border (major banditry 
out in the middle of nowhere), and shuttling black market CPU’s in the corporate zone 
(avoiding the CorpCops). 


Interface 


First person view. Things come at you from central forward perspective point. 


e Motorbike handlebars with twist throttle. Button on handlebars activates limited bike- 


mounted weapons. 


e Hand-held gun, unmounted. Cf. Lethal Enforcers. 
e Excellent selectable music, possibly using established Time-Warner licenses— grunge, 


industrial, rock, hip-hop, or house. 


e One player only. 
Platform 
e Standup coin-op cabinet with medium- or low-res display. 
e Growth hardware, possibly GT. 
Alternate platform 
e 3DO if frame rate can be fast enough. 
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Plunder 
Game design brainstorm by Matthew Ford ° 3/31/94 


Scenario 

¢ Time: The Dark Ages. 

¢ Place: The land of Corruptia, where the rich get richer and the poor get stepped on. 

¢ You: You are the fearless, charismatic leader of a group of dim-witted but loyal 

marauders. - 

¢ Objective: To free the oppressed, rob the rich, give to the poor, upset the aristocrats, 
overthrow the ruling class, and come out of it alive, partying whenever possible. Your 
ultimate goal is to storm the Royal High Uber-Palace and depose King Horatio Fenwick 
Fop the Fourteenth. 
Means: March through waves of countryside, hamlet, village, town, and castle, your 
faithful (but still dim-witted) henchmen and -women following you. Order your crew 
to perform general actions appropriate to the situation: Attack, Flee, Plunder, Give It 
Away, Rescue, Berserk, Party, and so on. By leading your clan into the right places 
(avoiding the dangerous ones), ordering them to do the right things, and helping them 
when they screw up, you can gather the tools, strength, and additional followers you 
need to assault the corrupted rich and throw down the powerful. At the end of each 
wave, defeat the local boss and move on to greater battles. 
Obstacles: You and your gang will face ever-more-powerful soldiers, barons, guards, 
assassins, wizards, attack animals, and traplike defenses sent forth by the increasingly 
worried King and subjects. They, and you, can be killed or carried away in chains if 
outnumbered and caught without the right weapons and supplies to fend off your 
adversaries. To make matters more difficult, your followers, without proper direction 
and leadership, get themselves into messy situations: stuck inside of barrels, drowning 
in streams, wandering off of cliffs, distracted by the opposite sex or other amusements, 
eating hallucinogenic mushrooms, getting caught in machinery, and loading 
themselves up with so much useless stuff they can hardly walk. To prevent this, you 
must guide them carefully, give the right orders, and, more often then not, personally 
rescue them or give them a good whack. They can be easily left behind and lost. Your 
strength is in numbers, so you must avoid losing followers while still moving along. If 
you spend too much time in one wave, the King will have time to send a huge 
crackdown force that will surely defeat you. 


Interface 
e 3/4 topdown view on a scrolling playfield— cf. Gauntlet, Escape from the Planet of 
Robot Monsters. 
¢ Joystick controls your movement as the leader. “Order” button sets the “mode” you 
and your mob are in. “Action” button(s) let you, the leader, do special things such as 
pick up items, fight skillfully, help your followers, operate machinery, and so on. 
* Two players may play together, each leader having his/her own followers. 


Platform 
¢ Standup coin-op cabinet with medium- or high-res display. 
e Blit hardware (non-growth) capable of displaying many objects at 30Hz. 
¢ Possible CD-ROM for extensive graphics. 


Alternate platform 
¢ Home-market game for computer (CD-ROM) or set-top box. 
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Castle 
Game design brainstorm by Matthew Ford ¢ 3/31/94 


Platform 
e Home computer system with CD-ROM. 


Scenario 

¢ Time: The thirteenth century. 

e Place: Northern Wales. 

e You: King Edward I has commissioned you to be Lord of a Welsh territory. You are to 
plan, build, and maintain a castle that will serve as the defensive anchor of a new 
English settlement in this promising but dangerous region. 

¢ Objective: Plan and manage the construction of a castle, relying on able consultants, 

experience, and good sense. With this castle, protect the growing settlement from 
Welsh invasions and bring productive peace to the area. In order to win the game, you 
must withstand one final concerted assault by the Welsh. This simulator moves 
continually forward in realtime, so keep alert and make sound decisions quickly! 
Means: In the planning stage, consult expert opinions and choose your site wisely. 
While building, manage your resources, plan out sensible defenses and locations for 
supplies, keep your workers happy and productive, and beware raids. Prevent riots by 
unhappy villagers and avoid the village from growing into a tangled, indefensible 
mess. When riots break out or Welsh raids occur, quickly allocate diplomatic, policing 
and fighting power so as not to be overrun. Look for good advice from unexpected 
places— such as that “heretic alchemist” in the dungeon. Beware corruption and 
treachery. By clicking on a map overview, watch and react to CD-ROM movies of 
ongoing activities in that part of the castle, village, or environs— see authentic footage 
of building, business, or battle. Menu-driven conversations with real-time characters 
pose crucial decision points. During the final assault, think fast— move your soldiers, 
put out fires, and protect your supply lines. 

Progression: Each time you play, you will get a little farther before you succumb to 
battle, riots, or starvation. Eventually you will make it to the final Welsh assault, which 
will probably overwhelm you until you learn more about the subtleties of constructing 
effective defenses and acting decisively in battle. Even if you withstand the final 
assault, what kind of state will your castle be in? Aim for the highest possible rating by 
having a minimum loss of life and property. Try to build more fanciful or deluxe 
castles, or increase the difficulty rating of the game— more ferocious attacks and more 
unruly castle and village denizens, but also more building power and skilled advisers. 


Interface 

¢ General map overview of the entire site, viewable through different “filters” to see 
where building is busiest, where attacks are being made, or how commerce is flowing. 

¢ Consult an online encyclopedia of castle-building history, techniques, and advice. 

¢ Click on the overview to watch video footage of the activity there— busy building, -- 
grumbling unrest, fire control, battle, or starvation. 

e Talk with your advisers and engineers, or just your average citizen, to see how things 
are going and direct their activities. 

e Choose from castle “building blocks” to put together the plan you want your engineers 
to follow. 

e Go on a 3-D tour of your castle walls, displayed in texture-mapped polygons. 


ore 
: Dickboxer ~ [*” 


Game design brainstorm by April’s First Brother-in-Law + 4/1/94 


Scenario 

¢ Time: The present. 

e Place: Las Vegas. EL 

* You: You and your opponent are world-renowned Dickboxers. After years of training, 
you have made your way to the Dickboxer World Championship. 

¢ Objective: Pummel your opponent into unconsciousness. 

¢ Means: Use your fists, feet, special abilities, and huge penis to assault your opponent. 
A keen sense of timing and knowing special combination moves (such as the 
Spinaround Slam) are essential. In between fights, spar with nude, huge-breasted 
women to increase the size and strength of your primary weapon: your penis. 

° er pene Poor sparring sessions and special attacks by your opponent can render 
you flaccid. 

e Progression: In solo mode, you work your way up the tournament ladder through 
bosses such as Jessica “Smother Ya” Cruthers and Tex “Lasso” Bernstein to eventually 
defeat the ultimate fighter, Ron “Two Dicks” Cockburn. 

Interface 

e Standard side-view fighting game. 

e Each player has two indicator bars: Strength, which measures how close you are to 
unconsciousness, and Staying Power, a more volatile indicator of the damaging 
capability of your penis. 

e Joystick. 

¢ Two rows of three buttons: High Punch, High Dick, and High Kick; Low Punch, Low 
Dick, and Low Kick. 

e Two players. 

Platform 
e Standup coin-op cabinet with medium- or high-res display. 
e Blit hardware. 
Alternate platform 
¢ 3D texture-mapped polygons for more exciting camera angles and lifelike action. 
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Swordfight Interface 


Game element by Matthew Ford ¢ 3/31/94 


Uses : . 

This control interface would work with any game that involves 
swordfighting or fighting with a similar set of hand-held weapons, including 
magic wands or bows. This could be used for Gauntlet 3D or the fantasy 
LBE game design by Matthew Ford called “Sharp Steel”. It would work 
most ideally with a game that presents a first-person view. 


Form 

Sensor box: This clear plexiglass cube is about twelve inches on every 
side. It is mounted in a standup cabinet at a height about equal to an average 
player’s navel. The box’s front side has a circular opening four inches in 
diameter. Within the box are mounted position-sensing microphones for the 
grip. The box is hinged and locked on one side for service and repair. 

Grip: This is a plastic cylinder six inches long and a bit more than an inch 
in diameter. It is inside the sensor box. It cannot be removed from the sensor 
box because on each end of the cylinder is a semi-circular flange that is too 
wide to fit through the four-inch hole in the sensor box. On each end of the 
grip is an emitter that generates a sonic ping every 30th of a second, too high 
or the human ear to detect. Each emitter generates a sonic ping of a different 
frequency so as to distinguish the two. The microphones in the sensor box 
calculate an emitter’s x, y, and z position within the box by evaluating the 
time difference between one microphone’s and another’s reception of the 
ping. By knowing the 3D position of each end of the grip, the orientation and 
position of the virtual sword can be reproduced on screen. Moving the grip 
translationally one inch forward/right/up within the box will move the 
virtual sword six inches forward/right/up in virtual space. 

The grip has a trigger and/or thumb button(s) to activate weapon 
functions— firing a bow, discharging a wand, and so on— or to select the 
type of weapon held. 

Movement stick: If the grip is held by the player’s right hand, the 
player’s left hand operates the movement stick. The stick’s motion in all 
eight planar directions moves the entire body of the swordfighter 
correspondingly in virtual space. The stick may also be twisted so as to 
make the body of the virtual swordfighter rotate in virtual space. 

The movement stick has a trigger and/or thumb button(s) to activate 
player functions— jumping, picking up items, and so on. 


Application details 
The grip position does not dictate the position of the virtual sword so 

much as dictate its target position. The virtual sword will move so as to try 
to match the position called for by the position of the grip. However, if the 
sword meets a virtual obstruction (such as an opposing sword), the virtual 
sword will stop, always seeking to move to the target position but not getting 
there. Similarly, if the grip moves faster than the virtual sword is supposed 
to move, the virtual sword will do its best to catch up but still lag behind. 


/ Mutant Golf 


Rough game design brainstorm by Matthew Ford 3/31/94 


Platform 
e Home computer system or set-top box system. 


Scenario ‘ 

¢ Time: The future. . 

¢ Place: Gamma Gamma, a small planet orbiting around Alpha Centauri. Although 
Gamma Gamma has no ozone layer whatsoever and is constantly bombarded by 
mutating radiation, there is a rich variety of plant and animal life there. Most 
remarkably, Gamma Gamma is entirely covered with naturally-occuring golf courses. 
You: You are a golfer who likes to live on the edge. 
Objective: Survive to finish all 9 holes of Frying Pan (Beginner), Hell’s Microwave 
(Advanced), or Meltdown (Expert) with the lowest score possible. 
Means: Use a variety of clubs to drive, chip, and putt the ball, fend off mutant animals, 
and resist brain-fried fellow golfers. Low scores help you win clever gadgets that give 
you a competitive edge. Pilot your jet-propelled golf cart skillfully to escape disaster. 
Learn secret shortcuts and special techniques. 
Obstacles: Your factor 9000 sunblock will give out in just a few minutes, so finish the 
hole quickly as well as with few strokes. Carnivorous plants will eat your ball and spit 
it out far away. Berserk rodents leap for your jugular. Swarms of radioactive bees can 
incapacitate you. Other golfers, too long in Gamma Gamma’s deadly rays, duel you at 
inopportune moments. Lava pits, sulfur fields, delicate bridges over gaping chasms, 
and giant walking trees would best be gotten past as quickly as possible. 


Interface 
e 3/4 topdown view— cf. Toejam and Earl. 
* Control pad enables you to select and swing clubs, activate gadgets, and walk the 
course while golfing, or steer your cart while driving. 
e Bar indicates how much longer your sunblock will last. 
e Score indicator. 
¢ Icons for special gadgets at your disposal. 
¢ Two-player games possible with split screen. 
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To: David B. Pasquinelli 
From: Carl Ferreira (x1747) 


Proposal for new player interface / market 


As the technology for video games improves, the interactive ability of computers is still restricted by the 
standardized interface of steering wheels, trackballs, joysticks, and buttons. I would suggest that by 
adding pulse-rate and health equipment monitors as input devices the scope of video games can be 
greatly expanded to the world of health equipment. 


By monitoring the player's heart-rate, it would be possible to devise a video game that would greatly add 
to the normally boring process of staying in shape. By interfacing an exercise bike, for example, to a 
video game the player could receive an aerobic workout without the usual drudgery normally involved in 
Stationary biking. 


For example: 


A player sits down in a recumbent stationary bicycle-type cabinet and attaches a pulse-rate monitor to 
one finger. By entering their age and gender the computer is able to determine the player's target 
pulse-rate range necessary to obtain an aerobic workout. In addition, the length of workout is 
selected. The speed of the pedalling is one of the inputs to the game (i.e., to determine speed, 
defensive shield strength, energy). Additional standard controls are also be mounted and used for 
input (€.g., steering wheels, joysticks, etc.). The game play is directed by the pulse-rate of the 
player, i.e., the pedal speed must be increased when the pulse-rate drops too low, and must be 
decreased when the pulse-rate rises too high. Resistance to the pedals could be altered to reflect game 
conditions. 

Additional possibilities would be to network with other similar equipment for multi-player 
experiences, allow a mag-card reader/writer to store relevant information (e.g., high score, 
fitness progress, player information, etc.), or to provide a sound jack for headphone input to bypass 
(or instead of) external audio. 


The most advanced type of video feedback that is currently in the gym seems to be severely limited to a 
mere simulation of the type of activity being emulated (a rowing race for a rowing machine, or perhaps a 
bike race for a stationary bicycle). Through our experience in the entertainment field, and with the addition 
of biofeedback in the form of a simple pulse-rate monitor, I believe we could find a serious market in the 
commercial health equipment field and quite possibly in the high-end home market as well. 
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The way I see it, this is a ub ‘layer: interactive game in. which one could be 
either Bugs or F Imer or simply play against the machine. This. idea would tap 
into the cartoon adventures of sthese two, that.wesve: alt seen a hundred times. 

I see E.F. chasing bugs all overs tHe Countryside. There could be a "No Hunting 
Allowed" sign. Elmer would have to accomplish something either block the "NO" 
or shoot it off and the fun would begin. Through hollow logs, down a myriad of 
rabbit holes, these characters would be doing the same schtick they always do. 
Examples could include E.F. pointing his rifle down a rabbit hole and Bugs 
plugging it up with a carrot, running into a cave and having a big bear 
chasing Elmer. Another segment could be Bugs looping the barrel of the rifle 
around towards E.F. etc. If and when Bugs got caught, he could be put in a pot 
and Bugs could blow out the matches when E.F. tries to light the fire. 
Naturally this is a "G" gated game and nothing can happen to Bugs and nothing 
irreparable can happen to Elmer. These are but a few ideas that could be 
developed. I realize that we tried this with Road Runner, but I know we have 
the talent here and the backing of WC to pull this off well. 


This game is for the under 13 and maybe for some adults. These kids are 
hopefully too young for Mortal Kombat. I know there’s a bunch of kids out 
there ready to spend their parents’ money and feel this deserves 
consideration. I don’t know what kind of medium priced hardware would be 
appropriate but I guess it would have to sell cheap. 


I would suggest that someone from Burbank be involved to keep the integrity 
of the cartoon intact. 


Also we could see Elmer the farmer and the pratfalls between he and Bugs. For 
example, a tug-of-war with bugs pulling on a carrot underneath. There is no 
reason why we couldn’t do a series of WB cartoons. There is no dearth of 
cartoons to emulate. These ideas may work only for Sega sysyems, Jaguar; so 
what?!,let’s do them. From the gang at Components. "One man’s error is another 
man’s data" (The foundation of Components Engineering) 


Brainstorm Proposal 
Cameron Petty 


Title: (Devious) 
Type: 2 Player Forward scrolling shooter. 


Summary: Xevious 


Comments: Medium resolution monitor and a liberal blend of 
live-action digitized, stop-motion digitized, 3D rendered, and 2D 
rendered graphics could create a new look for this ever popular 

game. 


Brainstorm Proposal 
Cameron Petty 

Title: Rite of Passage 
Type: 2-Player Forward Scrolling Shooter/Explorer 
Controls: 

=" 

-& 

Summary: You are an overly muscled hero type winning the 


day with a variety of weapons, from knives to personal plasma 
cannons. 

Part I: In order to join an elite, inter-galactic fighting society, 
you have been sent to a savage time on a backwards planet to prove 
your mettle. 

Part II: Having proven yourself, your first mission is to quell an 
insurgent populace as a mercenary action for a distant, single star 
system government. 

Part III: You return from the mission to find that the sector 
leader's will has been sapped by the high preist of an ancient, 
blasphemous religion, and the base has been overrun by unnatural 
horrors. All other experienced personel in the sector were eliminated 
when the sector leader called a general conference and then blew 
himself and most of the meeting hall away with high explosives. Now 
it's all up to you... 


ALTERNATE HIGH SCORE PROPOSAL ifn i) 
by Scat Ui gin 
| ‘ois 
". THUMB - SCAN " oe 


To keep Atari's games fresh and exciting, different methods of identifying a 
"high scorer" should be developed! 


The gap between today's technology and the technology ( and trends ) seen in the 
“cyber - punk" world of today's movies and comic books seems to be closing. In keeping up 
with that apparent "technology" several very unique methods of identification of a person 
comes to mind. 


One such method would be the Thumb Scan. ( or finger scan ) 


Scenario 


A player inserts a coin. In order to start 
the game the player must "log on" by having his 
or her thumb scanned. The scanning unit would be 
located where the start button normally is. At this 
point the inserted thumb is scanned and it's image 
is seen on the screen, where a brief "analysis" is 
performed. The actual image could be faked if this 
technology proves to be too expensive or difficult 
to manipulate. ( see Pic. 1) The game is then 
: played to it's conclusion. If a high score is reached 
Pic. 1 the thumb print - displayed the size of the screen - 
reappears to have the player enter his or her vital 
statistics. |.e. name, alias, birthdate, eye color, etc. 


DNA pattern 


One concer is that because the Thumb-Scan is a device that has been 
widely used through out science fiction story telling, it's compatibility or acceptability with 
non- science fiction game scenarios could be limited. 


ALTERNATE HIGH SCORE PROPOSAL 


by Scat 


" RETINA - SCAN " 


To keep Atari's games fresh and exciting, different methods of identifying a 
"high scorer" should be developed! 


The gap between today's technology and the technology ( and trends ) seen in the 
"cyber - punk" world of today's movies and comic books seems to be closing. In keeping up 
with that apparent "technology" several very unique methods of identification of a person 
comes to mind. 


One such method would be the RETINA Scan. 


Scenario 


( Similar to that of the Thumb - Scan. ) 
A player inserts a coin/ token. They are then in- 
structed to stand very still and prepare for a "retinal 
scan". A light with a targeting display is projected 
onto the players face. A "scan" is performed and an 
image of a retina appears on the screen. This, like 
DNA pattern | the thumb print scan, could also be faked. See Pic. A 
2 . The game is then played out to its conclusion. If 
a high score is reached the retina scan - displayed 
the size of the screen - reappears to have the 
Pic. 2 player enter his or her vital statistics. l.e. name, alias, 
birthdate, eye color, etc 


This method would also seem a little high - tech and could be out of place in ~ 
the wrong genera game. However used in conjunction with the right game it would provide 
a unique level of interactively between the player and the game. Enhancing their overall 
game play and enjoyment! 
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GAME CONCEPT PROPOSAL 
by Scat 
"BOOT HILL " 


GAME TYPE: Fighting 
GAME PLAY : Two retouched digitized characters fighting on a side scrolling screen 


" BOOT HILL" is an” All - American " Western fighting game for one to two 
players. This game will incorporate the popular features of the recently reemerging Ameri- 
can Western with the successful performance of a fighting game. 

* BOOT HILL " will be unique through it's use of partial or completely non- 
fictional characters. (i.e. actual Heroes / Villains from the pages of American West history. 
) and it's use of "non-traditional fighting moves. This game is NOT intended to be another in 
a LONG line of martial arts fighting games. 

Some other features to be included in this game are; 

- As the characters scroll back and fro through the various back- 
grounds, innocent bystanders will get caught between the combatants. These NPC's (non 
plater characters ) can be killed or rescued based on the player character's disposition. 

- Other NPCs might include friends or companions of the player char- 
acter, who might try to get a few shoots in on his buddy's rival. These NPCs will need to be 
disposed of as quickly as possible! 

- The player characters will be able to destroy background props. I.e. 
chairs, bottles, water trough, signs, chandeliers, etc. The destruction of these items could 
benefit one particular character if timed properly. (A chandelier could be swung from or 
knocked down onto the opponent of a character. A ruptured water trough could undermine 
the footing of a character causing them to slip. Broken bottles or glass could cause extra 
damage to a character who is unlucky enough to fall on them. Etc. ) 

- Characters will be able to fight each other on different "levels" other 
than ground level. ( Fighting can occur on a bar top, on table tops, on beds| in the brothel], 
on rooftops, on balconies, etc. ) 

- Characters will posses unique fighting moves. ( NOT authentic martial 
arts techniques ! ) They will perform authentic "Western" fighting moves. Examples, An 
indian character will fight with an American Indian, wrestling, style. A cowboy's side kick will 
slash with a spur. Etc. 


SCENERIES : 
A.) This game will occur in a small town ( Tombstone ) in the Wild West. 


B.) This game will occur in the present, in the now deserted town of Tombstone. All 
the characters represent the spirits and/or ghosts of the original men and women who lived, 
fought and died in the wild west. They have gathered here, now, to determine who is the 
badest of the bad! 


CHARACTERS : 


When a player is selecting a character, the characters will appear on Wanted 
Posters, containing vital statistics and the like. 


Good . Bad 
Doc Holiday ° Billy the Kid 
David Bowie Col. Custard. 
Wyat Erp Col. Colt 
Geronimo conferederate soldier 
John Henry (railroad man) hang man 
woman gun slinger cattle rustler 
china man gambler 


A characters health would be represented by a sand filled Hour Giass. 


The characters will be able to use weapons, ( including a branding iron, a whip, 
knives, spears, spurs, tomahawks, rope, etc. ) but a gun can not be used to shoot another 
character dead. It could however be used to make another character "dance" or to drop a 
chandelier on another character's head or other such incidental mayhem. 


TRENDS : 

The Western is a unique and solely Americana genre. It's popularity is time- 
less. And other the past few years has reemerged into the American main stream, in our 
movies, our television, our clothing, our dancing/ music and in our advertising. This up- 
coming year looks to see this trend continuing and even expanding. Hollywood alone has 
over 40 different westerns slated for production. Featuring stars and directors like Sharon 
Stone, Clint Eastwood, and Oliver Stone. The timing of a game like this could not be better! 
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HIGH RE FACE-GRAB PROPOSAL 


Since the beginning of competition it has been necessary to document the winner and/ 
or their successful performance.‘As games in general rapidly developed and diversified this 
practice became and important element for a successful & popular game. With the creation of 
Video Arcade Games the recording of a “high score” became an important “reward” for the 
player and professional player a like. For many Coin-Op Gamers imputing their initials next to 
their high score was a prestigious and sought after goal. As the hardware driving these ma- 
chines has become more sophisticated and the games themselves more difficult to play ( and 
expensive - upwards of $5.00 a “life” ) the need for the players to record their success, has 
also increased 

It is surprising, however, that even with all these advances in game-play technology a 
player is still left with the 
basic option of imputin 
SCORE: 4 5 541 5 143 their initials Sut ee 
cause of this, the practice 
NAME: Steve Martin of recording a high score 
has lost a great deal of its 
importance and to many 
has even become an an- 
Date 2-9-94 noyance. Until now..! 


Alias: " The Lonely Guy" 


Quote: whyme ?... 
( Pic. 1) 


FACE - GRAB High Score 


Image technology over the past several years has advanced greatly along side game- 
play technology. For some time now it has been possible to capture a still video image and 
use it as a texture-map for a computer created shape. This technology will allow Arcade 
games to take on a whole new level of individuality and appeal. The number of options and 
applications for this technology are nearly unlimited ! - here are several suggestions; 


- Apply this technology as a way to record the identity of a high scoring player. 


SCENARIO : After spending, on average $ 1.00, a player successfully masters enough 
of a game to become the high scorer ( for the day, the month - what ever) He or she will 
a 
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then be instructed to stand still in a certain spot ( roughly somewhere in front of the 
game - instructions can vary ) for “image digitalization”. ( again whatever ) A count 
down will occur and a small video camera located within the game cabinet will scan 
and imput the players image ( see Pic. 1 ) into the high score screen where it will be 
displayed for all to see. The player can then imput there name and any other infor 
mation the game requests and /or there is time for. 


This feature will appeal directly to the game players EGO! Having their image on 
screen next to their high score will be a reward unto itself! And even after a player has 
mastered this particular game and moves on - having his or her image replaced on that 
screen by someone else will warrant playing that game again to re-establish their position 
as high-scorer, with their image occupying the space of honor. 


This high scoring method can be applied to any and all games - No matter what the 
theme or scenario of that game. It should also be possible to retro-fit any already released 
games with this feature. A major advantage of this high scoring method is that it’s use in a 
game will have little to no impact on the game itself, it’s play, or the hardware driving it. 


- Taking this concept even further it could be possible to apply the scanned image of 
a player to the “face” of the game character being played. This would heighten the com- 
petitiveness of the actual game and increase the “stakes” a player would be investing in 
that game ( i.e. this is actually THEM getting the shit kicked out of them, etc.,etc. ) 

Although, it might be necessary to limit the amount of “face” polygons actually ap- 
plied to the game character. ( this could be successfully achieved through creative “head 
gear” design ) Some fudging might also be required for the side view of the character’s 
head. ( an area that might not be scanned in.) or if the character’s head / face becomes so 
small that image resolution becomes a factor. 

It might also be possible to allow for a more complete “facial scan" at the beginning of 
a game. A player would have first one side, then the front and then the other side of their 
head scanned and applied to a character. Although this allows for a more accurate repre- 
sentation of a player on a character it is also a very time consuming process. ( a possible 
way around this would be to use a 3 camera set up - one mounted off to the left of center, 
one located dead center, and one off to the right.) 

At the present time this feature would also slow down the screen restoration time, the 
character reaction time, and the overall game play, by increasing the number of polygons 
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used to accurately represent a player’s face on a character. However, in the future, 
as the hardware to run such a feature gets faster and less expensive these problems will 
no longer be as insurmountable. It is obvious that the implementation of these features 
quickly becomes a trade off between heightened game appeal vs. the added hardware 
expenses vs. the overall game image quality. 


- To a lesser degree a player's image can be applied to a character in all screens but 
the game play screen. ( or even better - everywhere but the actual moving character! ) In 
the case of the characters image on the game play screen, their facial features could be 
small enough and generic enough that identifying a specific image would be difficult. 
( even skin color could be changed to match that of the average skin tone of the scanned 
player )That combined with the fact that the character will be in motion most of the time will 
make actual character / player face grab impractical and unnecessary. Doing this would 
maximize the player / character identity connection without sacrificing game reaction time 
and speed. 


SCENARIO : A player’s image is scanned in. The player then selects a charac- 
ter ( without a face ) to play. A screen is shown applying ( or morphing ) the selected 
character's face with that of the player’s. ( at this time all skin tone on the character 
would be matched to that of the player’s ) An intermediate screen with a now trans- 
formed character would then be shown posed, while the player picks - weapons, 
levels, opponent, etc. The game begins, and runs to its conclusion. ( using the char- 
acter with a generic likeness ) A closing screen would show either a triumphant char- 
acter ( with the player’s face slightly modified into a smile ) or a character in defeat. 
( again with the player’s face modified with cuts, scrapes, bruises, etc. - what ever 
applies. ) 


As | stated earlier the applications for this idea are almost limitless and need to be 
implemented to one degree or another. With the increases in game play costs and game 
sophistication adapting and using this technology will shorten the gap of interactively be- 
tween the player and the game. By doing so Atari's games will begin to develop a much 
sought after and unique game identity - feature - characteristic. Aiding Atari Games in 
becoming the most recognized and played games in the arcades. 


-3- 
A. ATARI © copyright - Date 2-9-94 -Scat- 


GAMES 


Before you read the following Proposal | felt it was best to give you a little 
insight into my game designing thoughts. Atari Games should be producing / 
developing two types of games at all times. The first category of games is the 
new concept cutting - edge, Coin-Op games. These are the games that have a 
large crew, lengthy development times and should be as innovative and “cutting - 
edge" as possible. These are the games that are expected to be immensely 
successful and make tons of money. ( and should ! ) In filmic terms - These are 
the " Blockbusters ". 

However it is the second category that | wish to focus on. This category 
involves what I'd like to term as "B" Games. These are games that would have 
relatively simple concepts, are "quick" to develop, and inexpensive to produce. 
Again in filmic terms - these are the "B" films. 

So why do "B" Games? Well, just like "B" films - they make money! ( and 
they DO make MONEY!! ) How? Because they are relatively inexpensive to 
develop, produce, and can be released in quantity with a fair amount of 
consistency. A "B" Game should employ a pre-developed idea, ( ex. licensed 
items ) use pre-developed technology in a pre-existing format, have a small 
development team, with quick turn around, ( 1/2 or 1/3 the time taken for a game 
developed from scratch.) and result in an inexpensive finished product. 

Yes, it is probable that these games will not make as much money as the 
“A" Games - as a matter of fact it is expected! But it is all relative. If you can 
produce two or three "B" Games at relatively the same costs as one "A" Game, 
the "B" Games need only make half as much as the "A" Game to be profitable. 
The odds are in your favor to a least break even. 

Just like all the major Film Studios who produce and release all the major 
“Blockbusters” as well as large numbers of "B" films - Atari Games must also 
develop and release "B" Games. If for no other reason ( just like the studios ) 
than to simply have product out on the market! 


- Scat - 


GAME CONCEPT PROPOSAL 


by Scat 
" CALVIN & HOBBS " 
-~REQUIREMENTS: Licencing of "Calvin & Hobbs" characters and matterials 


- FORMAT : A run and shoot game format - similar to " Zombies Ate My 
Nieghbors" on Nintendo. Same level of graphics, similar number of waves and 
character movements. This game will contain a hipper more sarcastic view on 
life - Motivations and other accual game elements will be taken directly from the 
comic strip. 


- SCENERIOS : 
- A day in the life of Calvin 


- Calvin must escape school 
- Calvin must resque his parents 


- WAVES: 
- School - Alien Planets - Outside 
- Home - Prehistoric Jungles woods 
kitchen 
bedroom 
- CHARACTERS : 1 Player A. Calvin or Hobbs 


2 Player A. Calvin _B, Hobbs 


Calvin character can morph into "Spaceman Spiff* or "T-Rex" during certain 
waves. 

Hobbs character can morph into " Space Tiger" or “Sabertooth Tiger" during 
certain waves. 


Bad Guys: - teacher - Monsters 
- parents - Dinasours 
- nieghbor "Suzi" -Space Creatures 


- bullies 


GAME CONCEPT PROPOSAL 


by Scat 
“Hummer - H.M.M.W.V." 
"HumVee" 
GAME TYPE : Driving / Shooting 
H A TIONS: 3D0 
P. Fl Tl : 
A.) Player 1: Driver (only) B.) Player 1: Driver & Gunner 
Player 2: Driver (2nd HumVee) Player 2: Driver & Gunner 


( 2nd HumVee) 
C.) Player 1: Driver 
Player 2: Gunner 
(M - 60 , Toe Missile , flame thrower , etc. ) 


PTION : 

You are the driver of a state of the art, American made - "HumVee". Your 
objective is to navigate hostile environments, penetrate enemy territories, and complete 
your mission. 

The driving portion of this game will be like driving through an obstacle 
course, excerpt you will be racing for your life , not against the clock! The driver will have to 
perform radical moves in order to complete his mission. ( Much like driving/racing sims.- 
operating a four wheel drive vehicle over rough terrain requires a certain amount of knowl- 
edge and skill and can provide a driver with an equal amount of excitement ! ) The terrains 
being travelled will contain many natural, as well as, man-made obstacles. 


TERRAINS : OBSTACLES: 
Natural Man-made 
- Antarctica - avalanche, drifts, ice - mines 
- jungle - trees, vines , swamps - helicopters 
- desert - sand dunes, sink holes, sand storms - troops 
- mountains (etc.) - rocks, cliffs, caves - tanks, barbed wire 


etc. 

The shooting part of the game will involve shooting and destroying everything 
that moves ! The Gunner will be responsible for clearing a path through some obstacles, 
while destroying (killing) others. The defence of the HumVee. And the acquisition of sup- 
plies, munitions, and other weapons. This is done by simply shooting at them when they 
appear on screen. 


GAME VIEW PT. ; 2 view point options. 
A.) interior - Driver / Gunner 's POV. 


B.) Exterior - Outside looking down, Top rear 3/4 


5 A 5h i a aia ae a i as a antl 
mo bears ‘ : i ore 


MISSIONS : (Waves ) 


Beginner - Rescue stranded paratrooper "Rob" behind Enemy lines. Get in 
and Get out. Good obstacle run - little to shoot at. 


Intermediate - Find Enemy tank column. { without getting caught! ) 
- Engage Enemy troops. 


Advanced - Destroy Enemy supply depots. 
- Destroy Enemy Tanks. 
- Destroy Enemy radar station & helipad 


SPECIAL FEATURES : 

Design game chair / seat to rise and fall hydraulically , to simulate the up and 
down motion of an off-road vehicle. The side to side motion is not as important as the 
sudden ups and downs felt when taking a vehicle of this nature over rugged terrain. 


GAME DESIGN PROPOSAL 
by Scat 


" YELLOW LIGHT" 


GAME TYPE : Driving 
HARDWARE OPTIONS : 3D0/ CO Jag. 
GAME PLAY CONFIGURATIONS : 


A.) Player 1 1st. Vehicle B.) Player 1 1st Vehicle 
Player 2 2nd. Vehicle Player 2 2nd Vehicle ( coming 
from the opposite direction) 


GAME OBJECTIVES : ( two possibilities ) 


A.) - Drive through a busy intersection without crashing! 


B.) - Drive along the major thorough fairs of this great country and cause as 
many_WRECKS as possible! 


GAME DESCRIPTION : 

A.) You are driving your vehicle towards an intersection. As you approach the 
traffic light, it suddenly turns yellow. It becomes a race to get through traffic and the inter- 
section before the light turns red and the cross traffic begins. 

The challenge will be avoiding all the other obstacles ( drivers, pedestrians, 
etc. ) between you and the other side of the intersection. Anything goes as you swerve in 
and out of traffic, up on the curb and around on coming traffic. 


Obstacles 
- oncoming traffic - repair crews 
- pedestrians - mail boxes 
- road debris - Stalled cars 
( animals, glass, nails, etc. ) - trucks 
- fire hydrants - downed power lines 
- telephone poles etc. 


B.) Your objective is to cause as much havoc on the freeways as possible, with- 
out getting caught or stopped. You drive around - picking your route, based on were the 
most traffic is ( using actual road maps of the U.S. and actual traffic conditions) bumping, 
nudging and all out crashing into other vehicles to cause all out pileups! Explosions! And 
other general mayhem! 

-It will be possible to crash into other vehicles to cause specific reactions. 
( Ex. rear end a Pinto and it will explode! ) 


- You can force cars off the road, into other cars, or off overpasses. But be 
careful some drivers will not take kindly to your actions. Some will try to run you off the 
road. Some will follow you waiting for just the right moment to strike. And other ( in the LA 
area and down South ) will simply shoot at you. 

- You will have to run toll boothes, police blockades, etc. 

- Explode fuel tankers, roll cement trucks , jackknife 18 wheelers, etc. 


You will be able to keep up to date on your success through an audio track 
coming from your car radio. This will be in the form of reports from an "Eye in the sky" traffic 
reporter, who will be following you and your destructive path in a helicopter through out the 
game. 

Your vehicle can sustain a wide variety of damage so you must be careful in 
what and how you run into things. 


GAME VIEW PT. : 


A.) - Drivers POV 
- Outside looking down - Top rear 3/4 view 
B.) - Drivers POV 
- a critical area of the screen will be the rear view 
mirror, which will depict all of the damage done by 


the driver. 
VEHI : 
Each vehicle will have different abilities, advantages and disadvantages, etc. 
- Sports Car 
- Cadilac 
- Van 
- Pick-up 


- Jeep ( 4 wheel drive ) 


Brainstormin' 94 game description 


"Varmints" 
a 3D virtual reality helmet clean your room game. 


You hold a slick high-tech vacuum tube. You have to snatch slightly 
oversized insects with it. They're on the walls, the ceiling and the 
floor. 


The insects wait until your vacuum nozzle's near them to run or fly 
away. Some you can get moving slowly, some fast. They fly fast in 
zig-zag patterns that are hard to follow. If you can get within 2 
inches of them ZAMM! Sucked in. The tube lights up and makes a 
satisfying reward noise indicating how many points its worth. 


The worst thing the little varmints do: fly in your face.mask. The 
second worst thing: run up one leg and down the other. The third 
worst thing: they land on your hands and hang out, cleaning 
themselves while you're trying to get them with the tube. 


Chuck Eyler 3/28/94 


Game Idea for Brainstroming ‘94 
Chuck Peplinski 
Atari Games 


A Bigger Game. 


The inspiration for this game was a cheesy action feature called “Bounty Hunter” which I saw one night 
on HBO. While our game of the same name was a shooter, this movie (like most) really had equal parts 
of driving (chase), shooting, loving and fighting. I thought “why make a game go between these (and 
more) waves?” The simple reason is that hardware appropriate for a good driving game is not right for a 
shooting game. 


So create a bigger game. Many of these details are open to debate, but I can best describe the end result 
using some details: 


We release three games, of the types described above. The three games need to be able to stand on their 
own like any game we’ve ever made. But we hide a bigger game beneath the surface. Just like in a 
movie, you have some goal. (save the world). But in order to accomplish it, you have to progress through 
more than one game cabinet. 


To play this game, you’ll need some sort of ID token. This could be a credit card. It could be a debit card. 
It might be what Dallas Semiconductor builds as a “Button Ram” built into a keychain. This personal 
memory device must store the player’s ID, scores, and preferences. It seems that at least 1kB is required. 
On initialization of the ID token, the player is given some background. The Story then lets him know he 
has to play this game to reach the goal. Say the game is a fighting game. You’ll have to beat one of the 
characters in a tournament before you can goon. So far, no different. But when you reach this first goal, 
you aren’t thrown into another fight: rather you are told to drive to your next destination. That requires 
you to play another cabinet, a driving game. 


Like the fighting game, the driving game must stand on its own. But when the game sees the token with 
the first fight complete, a wave is triggered with the same character as in the fighting game. But now you 
have to get from A to B. I see this like a chase scene. Maybe the goal is to get the pursuit vehicle to 
crash. 


Having completed the chase, the bigger game tells you to go to another cabinet for the next phase. Say 
this is a shooting game. You need to reach some goal there. 


This can go on and on. It can be used at many levels. I can write a longer explanation. But two issues 
need to be addressed: 


e Game design must be coordinated across several games. Ouch. But notice that the bigger game 
could be started very simply with two games. 

¢ Hardware is required. I can go over the options in some detail. I would not want the additional 
hardware to cost over $50. 
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Themed on Drag Racing 
1320 / 1/4 mile 


Single or two player 
Race clock or each other 
Best two out of three 
races. 
Earn run @ 10-25 sec. ea 
Amas tree control 
A test of reflex and can- 
petition 
Intense motor sounds 
Heat motion to simulate: 
Exceleration (pull the 
player into the seat) 
Rocks with blips of the 
of the throttle 
Deacceleration (pulls 
player gently out of the 
ee seat) 
INtense rock and roll. 
Packaged similiar to as 
shown, not our typical 
cabinet. 
Minimum video/Jaguar hdwr 
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Scooter Chase as in Lucas Movie 
-*Chasing - Being chased through the Redwoods 


RUN FOR THE BORDER 

5.” Pull Motion» 

' Full sound (intense) 

Ron canyon against campetition (as in the movie 
("Iron Eagle) 


Bob Weiss 
Wade Winblad 
Mark Hoendervoogt 


Frank Kuan 
3/27/94 


Brainstorm idea submission 


CO-ED beach volleyball. 


Some teams are 2 males or 2 females, most teams are one M and one F. 
Teams play against each other at the different screens. 
10 different beaches, 10 different teams. 


Gravity is exaggerated so that serves, blocks, setting, and spiking can be 
appreciated. 


New Games 
in 
Development 


Gauntlet 3D 


History of Volupte 


Thor, Thyra, Merlin & Questor had saved the world from the evil of the hideous dragon Gomtart several years 
ago. During this long quest they were being observed by the Sorcerer Hakeem, in his remote Castle on the edge 
of the neitherlands. Ten years have past since they were last called upon to venture out into the world of Volupte 
to fight Evil. Now Hakeem has decided that he has gained enough power in the World to start his conquest of 
Volupte. His Hordes of Ghosts and Grunts that he has called into Volupte again force the brave adventures to try 
to stop this invasion of there home. So they ventured out to the remote lands of Lord Golhisms' manor where 


they hoped to start the reclamation of Volupte. 


Hakeem had of course expected this, from his Castle he cast a spell on the adventures hurtling them through a rift 
in the fabric of space and into the land of Teskal. In this land Hakeem knows the adventures will surely meet their 
demise. When the party awoke they realized they were no longer in the safe surroundings of Lord Golhism's 


castle. The local inhabitants of the castle are just as surprised and they aren't too friendly either. 


Gauntlet 3D is a game set in this alternate plane of Teskal, here the adventures must find their way to the edge of 
the planes. From there the adventures will find a door leading to Hakeem's Castle where they can destroy him 
and set Volupte free. This will be set up through a series of ‘levels’ that the characters will move through in the 
game. Exits will be Doors leading to the outside or the natural progression from one scene to the next. We will 
have close to fifty 3D levels for the players to explore and try to find the exits from. Examples of some of the 
Levels are the first being the Manor House, that the Characters have been transported into, escaping the 
Household Guards the characters leave the manor and head into the inner city. As the guards pursue them into 
the inner city they have to find the Gate leading to the main city and so forth. 


CONFIDENTIAL ATARI GAMES 04/16/94 
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After every three to four levels the characters will fight a 'Boss' type character before they can move on. These 


three to four levels will have a very common theme revolving around a major point, such as escaping the city and 
heading toward where they think Hakeem Castle is on this plane. After about ten levels there will be a major boss 
type, after the characters defeat this boss the Theme will change and another overall theme will begin. This 
gives some sense of overail purpose to the game without putting a large burden on the players. This allow us to 
set up outside type environments such as forests, city's, plains' areas, etc., as well as having caverns, mines, and 
buildings interiors, while maintaining the integrity of the original Gauntlet appeal. By having these different 
environments we can have hidden doors or levers that open up whole new sections that a player could find 


through multiple playing of the game, also special items could be placed in these locations. 


We will being using Zoid to set this project into motion. We will only a single monitor set up for one to four 
players. For one player it will be in a first person perspective much like the popular game ‘Doom’. For two or 
more players the camera will move out and be placed on a moving base to keep the characters from lining up and 
becoming obscured by other players, monsters or walls. The rotating Camera will be set up behind the players and 
move up and down on a hemispherical platform depending on where the characters move. This camera 
movement will also move through ceilings, though not walis to maintain player perspective with as little 
disorientation to the player as possible. Since we are using Zoid the characters will be full 3D with texture 
mapping along with the entire world generated. This sets us apart from all other games in this genre, by having 
full 3D worlds to explore along with 3D characters moving through them. The art for the game will be produced on 
a combination of PC's, Mac's, and SGI workstations. The PC's will be using 3D studio to do model building, the 
Mac's will be used to do the 2D art and textures, while the SGI's will be used for World Generation and final 


modeling of the characters. 
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Characters will be the four familiar characters from the original Gauntlet. The goals for the game will also be very 


similar, to clear out each level and then reach the exit. There will be a health bar that continually will run down 
while monsters' attacks will also inflict damage. Food in various forms will be the way to keep your health up, 
along with additional quarters. The controls are straight forward a Missile attack button and a Magic Button, this 
along with a joystick controls the characters moving through Gauntlet 3D. There will be several different types of 
magic items that the players can find through out the game, all of which will have their own unique effects on the 
characters or the bad guys. The levels will progress in a way to allow the players to become accustomed to the 
game while at the same time providing a challenge. Examples are in the manor and surrounding city streets 
where you will only encounter guards/grunts. As you progress outside the city ghosts, demons, etc. will be slowly 
introduced 


We plan on keeping in the same spirit of the original game, by having a narrative voice saying things to goad the 
players on or giving them hints as the move through the game. The music will also play a significant role in 
creating the atmosphere for the game. The music will be scored in a manner that it will increase in intensity as 
the characters get closer to the exits or closer to death which ever happens first. Also it will convey the overall 
theme of the art on the particular level that you are on along with how you are doing. This all will be done through 
the CAGE system, this along with the booming SFX's and narrative will create a dramatic game that players will 


continue to want to enter even after it is ‘finished’. 
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Do not require a game idea before going to brainstorming. The point 

-£ brainstorming is to think up neat things, not sit in a stuffy room 

“sing lectured by other employees about their neat idea, which is what 
ippened last year. Requiring an idea to go means you have to do all | 
le thinking in advance of the event at a desk in Milpitas, and we 

might as well just sit in Central Conference talking about this stuff. 


now to make brainstorming better: 


wWwEvIl 


Legend: Quam Parking 
mum Roads 
== Walkways 
amc Steps 
= Public Telephones 


cE 


Chas 
+3 Ve 


PARKING 


TO 17 MILE DRIVE 


| Carmel! & 
Highway #1 


zmroe 


CMBAMFyOZO~XZIZ 


Asilomar 


CONFERENCE CENTER 
<— Boardwaiks — 


Underground | 
_— Parking : 


Laden, 


PARKING Be ' 


Living Rooms \ 


Lravozwz 


Ke | 
rx ro Handicap Only 
J PARKING 


on LONG WIEWS 


AsiLoMAR BLVD 


RAMe—“SMOZOAOSO 
sez 


Eeorx 


Freddy and Jason in Heck/Hell 


Overview 


Freddy vs. Jason in Hell is a combination side-scrolling and head-to-head 
game using ideally a combination of digitized and stop-motion images. Play 
will be wave format, with a cooperative romp through hell for the first stage in 
each wave, followed by a head-to-head battle in the last stage. There will be at 
least four player selectable characters, including Freddy and Jason, and 
possibly Leatherface and other characters of our own creation. 


Cinematic techniques will be used to emphasize that this is an interactive 
movie, immersing the player in the F vs. J world. 


The Story 


Freddy and Jason have been killed in their latest films, the supposedly "last" 
ones in their series. Because of what bad boys they have been, their souls (and 
bodies, too) go to a really nasty place which we'll call Heck. Heck has Seven 
different levels and is populated by myriad nasty and imaginative demons 
whose purpose in life seems to be torturing the poor, damned (but deserving) 
souls who end up there as residents. 


F and J, because of their obvious talent for terror, are celebrities in Heck and 
are on the fast track to becoming full-fledged demons in less than the customary 
2,000 years (most humans, unless they are particularly evil, never get the 
chance to become demons at all). However, being the action-oriented guys 
they are, they aren't patient enough to wait at all, much less 2,000 years. They 
meet up (along with at least two other player-selectable characters of our own 
invention) and set out to take over the Heck. The result is a madcap, hilarious 
adventure through Heck that will provide endless hours of fun for the entire 
family. Not. 


Game Play 


F and J in Heck is a two-player game with two interleaved modes of play. When 
there is only one live player, a computer-controlled character (either F or J, to 
complement the live player's selection) will accompany the player through a 
level, much like Tales follows Sonic in Sonic 2. 


Throughout the game, instead of a life bar, characters will have a "Death Bar" 
that indicates unhealth. Instead of searching for power-ups to prolong the 
action, F and J search for Power-Downs (to take them down further into Heck, 
and hence more powerful). Typical Power-Downs include Extra Deaths 
(instead of extra lives) and cool weapons they can use (including a knife- 
sharpener for Freddy's blades). 


Characters go through all nine levels of Heck, interleaving side-scrolling and 
head-to-head action. The nine levels of Heck get increasingly more 


nightmarish and frightening, with more imaginative tortures in evidence, more 
fearsome opponents, and uglier and badder bosses. Eventually they will battle 
the ultimate boss of Heck, Asmodius 


The one to win all nine levels is champion. At the end of the game there is an 
all-out grudge battle for championship of Heck where winner takes all. From 
this battle a champion is determined. 


The levels would include lava, sulfur, blood, and flesh levels. There will be 
timing elements, like jumping over lava streams and pits at the right time. 


Total game time is approximately 30 minutes. 
Stage 1 


The first mode is a side-scrolling stage where Freddy and Jason cooperatively 
battle their way through hordes of goblins, semi-demons, and lesser horrors 
who would impede their quest to conquer.a level. Each level is imaginatively 
adorned with various horrors, including chained skeletons, strange horrifying 
creatures that are combination bug/numan and bug/animal, all in a fire and 
brimstone setting with caverns, tunnels, spikes, blood, entrails, etc. 


Action consists of fighting through demons in a typical side-scrolling fashion, 
from left-to-right, with the joystick controlling movement in depth. A level will be 
approximately two minutes in length. Special moves will be enabled using four 
buttons and a "weighted" proximity calculation that ensures good play in depth 
(i.e. fewer “misses” than in traditional side-scrolling games). At the end of each 
level, there is a lesser demon that must be fought before the boys can get on 
with their quest. 


Stage 2 


After they have conquered the level, there is naturally a squabble over who did 
the most to get them to that point. A fight breaks out, which leads into the 
second mode of game play, a head-to-head fighting stage where the two 
characters (or the live player and the computer-controlled character) battle it out 
for the right to be called champion of that level. 


Since there are at least four characters, there will be good depth to the head-to- 
head rounds and the game overall. This format is best 2 out of 3, and each 
character will have additional special moves not available in the side-scrolling 
mode to add depth of play. As a character wins a round, they are declared Boss 
of that level, and they get one victory marker on their status bar. 


During the head-to-head fights, there will be periodic instances where one of 
the characters will turn and look at the screen and lunge out at the player, trying 
to slash them. This huge, in-your-face action will remind that player that they 
are barely controlling the character, who would gladly jump out of the screen 


and hack them to pieces if need be. Multiple elements like this will tie the game 
together. 


Controls 


Controls will be joystick and four-button (Primal Rage) layout. During side- 
scrolling play, buttons will include jump, punch, kick, and action (pick up item, 
pick a lock, etc.). During head-to-head play buttons will execute strong and 
fierce punches and kicks, with pull-back block. 


Marketing Issues 


This will be a hot license, but we need to make it an excellent game as well, 
with a great deal of depth. In order to make the hottest home game, we need to 
make the hottest arcade game, period. This means the game also needs to be 
low cost in order to ensure we place as many units as possible in the field. | 
believe a mix of actions, not concentrating exclusively on head-to-head, but 
adding it as "candy" will add to the depth. 


In addition, New Line has indicated leniency in creating supporting characters 
for the game. We can use this opportunity to create our own subset of 
characters that could be used in sequels or future games. As such, they should 
be very strong in their own right. ! believe with the talent we have, we can 
create at least two such characters in addition to the legions of demons and 
horrors that will be needed to populate the setting. 


In addition, a focus at the earliest opportunity would provide valuable feedback 
on direction and character treatment. 


Additional Characters 
This is controversial, but no more so than putting F and J in the game.... 
Gumbo, serving a life term in Heck for mass murder. Enjoys dismembering and 


eating his victims in stews. Wears alligator skin clothes, carries a sawed-off 
shotgun. Bald-headed, speaks with Cajun accent. Black character. 


Sylph, a beautiful but crazy young woman with a fiendish smile. She's in Heck 
for going on a murderous rampage with a hatchet. Her head tilts crazily to the 
side when she's not doing anything. Prone to random shrieking. 


